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THE ONE 
AND ONLY... 

Here we are again, 
with our second 
new-look issue of 
The One (was It only 
a couple of months 
ago that we decided 
to bring you an 
Amiga-only 
magazine? 11 seems 
like years!), We've 
had a great deal of 
positive feedback 
since we first made 
the announcement 
that we were going 
to give up our multi- 
format ways and 
concentrate on 
bringing you the 
ultimate games 
guide for your 
computer - but we 
still want more! Let 
us know what it is 
you like about the 
magazine (so that 
we can give you 
even more of it) and 
what doesn't tickle 
you so much (so that 
we can wipe it out!). 
Tell us about 
absolutely 
everything - the 
disk, the cover the 
Work In Progress 
Features, the 
Reviews, the Tips - 
even this Contents 
page! Remember, 
we're putting this 
magazine together 
for you. so let's keep 
it just the way you 
like it. But hey! 
What are you 
reading this bit for? 
Get on with it... 

Ciaran Brennan 



7 THE ONE 
DISK 

In one of the best 
cover disks yet, we 
bring you a complete 
'trainer' level for 
Gremlin's Team Suzuki, 
'five levels of Logical 
(above), the addictive 
new puzzler from 
Rainbow Art? and this 
month's Goal -den Goal 
winner in action. 

10 LETTERS 

End sequences, lengthy 
decrunching and 8-Bit 
to 16-Bit conversions 
all come under 
discussion in the space 
that's yours... 

14 NEWS 

System 3's new stuff, 
US Gold Support Lines, 
and a fourth Indiana 
Jones game are among 
this month's red hot 
stories, along with our 
regular chart and Goal- 
den Goals- 


24 WIN A 

CDTV! 

A preview of a great 
competition to be 
launched next month 
in conjunction with 
Domark to celebrate 
the release of 
Incentive's 3D 
Construction Kit. 

26 

ENTERTAINMENT 
USA 

'Crazy' Dave Gruisin r 
our new correspondent 
from over the pond, 
tells us about all things 
groovy and games wise 
from the good old U.S, 
of A. 

32 THE ONE 
ON ONE 

"Guess what?" said 
roving reporter Brian 
Nesbitt one day. Tve 
located the Bitmap 
Brothers' mummy and 
daddy." J 'Get outta 
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here..."' we said. But he 
had too, and here they 
are in conversation 
with old Nettie 
himself... 

36 WORK IN 
PROGRESS 

Whew! There are no 
less than five 'WIPs' 
for your delight 
and delectation 
this month. 
MicroStyle r s 
3D Golf is at 
the 

forefront of 
sporting 
simulations, 
Storm's 
Rod-Land 
(right) is a 
fairy good 
conversion. 
We're shouting 
about Gremlin's 
Pegasus until 
we're horse. Mad TV 
from Rainbow Arts has 
made us all lose our 
horizontal hold on 
reality, and everyone's 
up in the air about 
Thali on's A irbus A32Q, 

42 

COMPETITION 

Atari is donating a 
super Lynx colour 
handheld console to 
one lucky 
reader ■ so 
paws for 
thought on 
this page, 
and if 
you're up 
to scratch 
you stand 
a fur 

chance of 
being the 
lucky 
winner. 
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55 REVIEW 

The Secret Of Monkey 
Island leads off the 
most definitive games 
lection anywhere. 

97 DEMOS 

Harrison Ford is 
digitised yet again in a 
superb Indiana 
Jones animation, 
while RoboQop 
is also making 
a metallic 
impression. 
And while 
all of this is 
going on, 
some 
superb 
Stealth 
Fighter 
cartoons slip 
by almost 
unseen. 

100 
BUDGET 

Cheap 'n J cheerful 
strikes again. On offer 
this month are Xenon 
tl t Hard Drlvin' and the 
fast and furious Miami 
Chase from Code 
Masters. 

102 ARCADES 

We get steamed up 
over indy Heaf (below). 



are awestruck by Strike 
Force, go round in 
circles in Battle Sphere, 
and take time out with 
7jfme Travellers. 

108 TIPS 

Make new gaming 
friends through 
'contacts' and then 
escape from Castle 
Master in our Classic 
Player's Guide, 




114 NEXT 
ISSUE 

Another complete 
game on our cover- 
mounted disk! Pluij a 
wonderful WIP special 
featuring Populous 2 t 
RoboCop 3 (abo^e) and 
the new Indy 
adventure. 


STRATEGIC WITHDRAWAL 

Apologies to strategy fans everywhere for the non- 
appearance of the final part of Matthew Stibbe's series, 
this was due to circumstances beyond our control. Normal 
service will be resumed next issue, 
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Amiga 
Repairs 


If something is wrong with your Amiga 
BOO or C64, who better to turn to than 
the Commodore National Repair 
Centre. 

For all repairs to your computer, one low 
payment covers diagnosis, repair 
(including parts and labour) and delivery 
back to you. 

The experience and expertise of our 
technicians ensures that your computer 
is repaired to a high standard at a low 
cost. And each repair will be carried out 
within 12 working days! 

To schedule a repair and claim your free 
software, simply call Michelle or 
Audrey on 0733 391234. 

Please be ready to give your name, 
address, computer type, serial number 
and the type of fault. 

The cost is £49.95 for an Amiga 500 
and £39.95 for a C64. Payment can be 
made by cheque, postal order or credit 
card. 


FREE 
SOFTWARE 


Commodore National 
Repair Centre 



0733 391234 

FMG House 
Newcombe Way, Orton Southgate 
Peterborough PE2 OSF 


£49.95 
COVERS 

ANY 
REPAIRS 



With The Help Of' 
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TEAM SUZUKI 

■ THE TRAINER 


a A * 


NL) AS THE 
RIDERS approach 
the first corner it's 
America's Kevin Sehwantz 
leading from Mackenzie,, 
Kadigues, Sheene, Irons... 
and trailing way back in last 
place is British hopeful 
Cedric Blenkinsop, the 
schoolboy from East Cheairw 
part of the Team Suzuki 
line-up." 

Poor old Cedric, if only 
he'd spent more time 
practising on his computer 
before signing the multi- 
million pound deal with 
Suzuki, then maybe he'd 
have got to grips with 
Gremlin's classic 500©C 
simulator instead of getting 
to grips with that 
advertising board on the 
side of the track. 

But you don't have to fall into 
the same trap as Cedric. Thanks to 
thOSv .!■:■' n'l '.' nuY : : . 1 1" :-• ,i' 

Gremlin, The One is proud to 
present a complete trainer level 
for Team Suzuki, just the thing to 
help you learn how to take those 
bends and handle your gears, 

This 'Trainer' level is a 
beginner's guide to the full 
program, with the speed slightly 
reduced and the handling made a 
touch easier, to allow you to 
familiarise yourself with the basic 
mechanics of riding one of the 
most powerful hikes in the world. 

For the purposes of this trainer, 
there's no way to damage the bike 
- all you have to do is concentrate 
on learning the course and 



mastering the controls. To begin 
with, you're given three minutes 
to complete a lap. Once this is 
carried out successfully* the time 
allowed is reduced - this process 
continues until the Trainer deems 
you fit to tackle the full program. 

INSTRUCTIONS 

In default mode, the bike is mouse 
driven (although there are two 
distinct mouse control methods 
and an option to switch to joystick 
if you prefer) using exactly the 
same system as is employed in the 
full game... that is: 
Right Mouse Button Accelerate 
Left Mouse Button - Brake 
Turn Mouse Left- Turn left 
Turn Mouse Right - Turn right 
But that's just to get the bike 


moving. There are also a few 
keyboard commands included to 
help you get a little more out ol 
the game; 

Space - Backwards glance 

F2 - Rear view 

Fl - Return to forward view 


F3 - Remote view from behind 
(close) 

F4 - Remote view from behind 
(distant) 

F5 - External camera (adjust 
position using the cursor keys) 
Backspace - Pause 
R - Action replay 
C - Removes 'bike' display 
(forward view only) 
< > - Adjusts the hrightness 
Help - Toggles control methods 
By the time you can complete 
the course in less than 50 seconds 
you've mastered this brilliant 
Trainer, You should now be 
confident enough in the saddle to 
tackle the extra courses, the 
realistic handling, the damage 
factor and - most of all - the 
opposition which are all waiting 
in Gremlin's Team Suzuki. 

LOADING 

Switch off your computer, insert 
the disk and switch on again - 
within seconds you will he greeted 
by a menu screen. Press '2 f and 
the Team Suzuki trainer will now 
load automatically. 


LOADING PROBLEMS AND 
FAULTY DISKS 

IF YOU SHOULD EXPERIENCE any Loading problems with 
either the Team Suzuki trainer, the Logical demo or the 
Kick Off 2 Coat-den trOal.<», then remove all unnecessary 
peripherals (printers* disk drives and so on) and try again. 

Should your disk still refuse to work, then pop it into a 
jiffy hag or padded envelope and send it, along with your foil 
name and address, to: The One Disk Replacements, 
Diskform T Yeadon Airport Industrial Estate, Yeadon, Leeds 
LSI 9 Please allow approximately 28 days (and 28 
nights) for your replacement to arrive. 
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THE 
COVER DISK 


THE DISK - 




AND YOU THOUGHT that 
marbles were just for little 
boys to play with on their 
Summer holidays. Not so! Put them 
in the hands of a German 
programming team and you'll get a 
highly-playable puzzle game out of 
them. 

There art five levels of this 
puzzling action to be experienced in 
our demo of Rainbow Arts" Lugical 
while the complete game contains a 
full 99 levels of hall-sliding and 
wheel-turning fun (see the review on 
page 

Logical, as its name implies, is a 
game of puzzle solving. The idea is 
simple enough: each level contains a 
number of circular wheels joined by 
pipes - the idea is to fill each of these 
wheels with lour like -coloured 
marbles by manipulating the screen. 
Once a wheel is full, the marbles 
explode and it turns black - turn all 
of the wheels black and you complete 
the level. 

The tiling is. there are all sorts of 
obstacles along the way. For 
example, traffic lights indicate which 
colour the balls have to be for the 
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wheel to accept them, coloured gates only accept the colour indicated, colour changers change the 
marble's colour to the one indicated, one-way gates only allow (surprise, surprise} one-way travel ■ and 

so on... 

And just to make things that little bit 
harder, Logical hasn't only got one 
time limit - it's got two! The hour 
glass indicates how long you 
have left to complete the 
level, while the shaded bar 
running horizontally 
across the top of the 
screen shows how 
much time you 
have left to use the 
ball that's 
currently 

running back and forth along it, 
into play. Should either of these 
life and start all over again. 




waiting for you to bring it 
timers run out, vou lose a 


CONTROLS 

The control method could hardly be simpler: pressing the 
right mouse button while the cursor is over a wheel rotates it 
by 90° clockwise: pressing the left mouse button while the 
cursor is over a marble shoots it along its adjacent pathway. 
And that's it! The rest is up to you. 

LOADING 

Switch off your computer, insert the disk and switch on again - 
within seconds you will be greeted by a menu screen. Press 1 and the 
five-level Logical demo will now load automatically. 
Before the game proper starts, you're greeted by an options screen 
(complete with a text- line error) which allows you to switch off the music 
and/or the sound effects and also allows you to enter each level's password, so 
that you don't have to go back through screens that you've already completed 
(unless you really want to, of course!}. 
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INSIDE THIS ISSUE: 

• FIRE AMD ICE - Graftgold's Red Hot Platform 

• TEAM YANKEE - A Guide To World 

War 111 

• VIRTUAL REALITY - The Making Of 

A New World ... 

• SENSIBLE SOCCER -Footballs 

Never Been Such Fun 



LETTERS 


THE CRUNCH BUNCH 

Dear The One. 

As 1 was loading my Brat demo disk a message appeared 
saying 'Please wait whilst decrunching'. Now, I know 
that large amounts of information can be crunched to 
take up less room on disks - which is a great asset to 
you and other magazines which produce cover disks, so 
why don't software publishers follow your example? 
Surely this would mean that they could then produce 
less disks and could save both themselves and their 
customers money. 

Crunching would really come into Its own with games 
which are stored on several disks • games like The 
Untouchables , Shadow Warriors and Elvira: Mistress of 
the Dark. It would be a particular advantage with the 
latter: although the game itself is top-notch, the 
gameplay suffers badly as you have to swap the disks 
every few minutes I once had to change the disk three 
times, just to make three moves! 
Please could you put my views to a software house and print 
what they have to say? 
Luke Dunn, 
West Yorkshire 


Weil software publishers? The half's in your tourt! 


WHATEVER 
HAPPENED TO.., 

Dear The One, 

1 used to own a Commodore 
6ij (OK, so nobody's perfect!) 
and one of my favourite 
games was Armalyte (by 
Thalamus) - in my opinion 
the best shoot em up ever on 
8 -bit. The Martin Walker 
sonics and sprites were 
unbelievable and the 
gameplay was hugely 
addictive. I believe it r s a must 
for any gamer's collection - 
so can you tell me why 
nobody has released a 16-bit 
version? 

Ai m.iku- isn't the only H hil 
game which deserves to be 
released on t6-bit - The 
Citadel {also by Martin 
Walker) and The Lord of the 
Rings are just two more 
examples. I hope you can 
shed some light on this 
subject, as I know there are 
many more 'converts' out 
ill ere aiikini; the in selves the 
same question. 
Anthony Seddon, 
Lancashire. 

• Yes and what about Re\% 
or Thrust - or even the 
immortal Head Over Heels 
(which was recently spotted 
fyeing put through its ifr-bit 
paces up in Ocean's 
Manchester HQ r so maybe 
there's hope for that one 
yet)? There are a great many 


8-bit 'classics' which have 
never made it to the next 
generation - just about 
; everyone has their own 
; favourite* t , what 's yours? 

i DESIGNER BLUES 

■ Dear The One, 

A few months ago, you 
i printed a letter from 
someone who wanted to 
know what to do with his 
idea for a game, but your 
answer wasn't that helpful' 
I started thinking up games. 
: to give myself something to 
: do on the way home from 
: work - then I started taking 
I my ideas further, until finally 
; I ended up doing a full-blown 
; instruction book including all 
: the layout and workings of 
: the possibly finished product. 
; Once I had written it all up, 1 
put it in a drawer, where it 
remains to this very day! 
I'm probably a bit better off 
: titan the other reader, as [ do 
! the graphics for a demo 
. group, but this group is only 
| interested in getting vectors 
; to fly around the screen. I 
j decided to write to a 
; software publisher who 
published the sort of game 
that I designed - it might not 
\ come as too much of a 
: surprise to you that I got 
absolutely nowhere. 
I can understand that 
j software companies are busy 
: places and maybe they can't 


waste their time going 
through loads of ideas and 
on-screen demos, but like 
your other reader, I think 
that new, 'fresh' ideas may be 

] sitting out there with no 

j chance of being used. 
One solution might be for 

j software houses to form 
small groups whose specific 
task would be to look at 
people's ideas with a view to 

: developing any good ones. 
While I'm on the subject, if I 
send my idea to a software 
house, how can I easily 
protect my ideas ■ is It true 
that you cannot copyright a 
computer game? Anyway 
thanks for listening... 
Name and address wi th he Id 

• You're welcome. Now 
down to business. It 's not 
true that you can't copyright 
a computer game - although 
- the process is a relatively 
: lengthy and costiy one, so 

you would really want to he 
; sure of your game before 
I .ger ting into it. The reason 
that your game was 
overlooked by the software 
company that you sent it to 
was because it was simply a 
written draft (at least that's 
what your fetter implies). 
; Your game idea would have a 
: far better chance of 
: acceptance if some of your 
! ideas had been put into 

practice, or even if it 
\ included some rough 
graphics. If proof were 
needed that software 
companies do accept games 
from newcomers, turn to the 
review of Fifonpage 6o. Not 
too long ago, this brilliant 
: arcade adventure was taken 

to Ocean by two complete 
■ newcomers, Paul Oglesby and 
I Damian S/ee, and now here it 
\ is only moments from the 
\ sheives. Remember, if at first 
you don't Succeed... 

WINNER TAKES 
ALL? 

Dear The One, 
i I totally agree with Derek 
; Richardson (April letters) 
; about end-of-game 
; sequences, which in most 

rases arc obviously an 
: afterthought on the part of 
: the programmer. 

The games manufacturers 
: say that they can't waste 


valuable memory and 
programming time for the 
sake* oT a few elite garners - 
and f can see their point of 
view - but people who are 
now paying more than £25 
for a game are not satisfied 
with a disappointing well 
done" message after hours of 
practice and perseverance, 

So what can be done? All 
we players want is an 
Incentive to complete the 
game. So far, this has always 
been the end-of-game 
sequence which is almost 
always an anti-climax. It's 
about time that 
manufacturers thought up a 
new incentive' for gamers. 
This could be In the form of 
Treebies' from the software 
house whose game you have 
completed, and it needn't be 
all that special - something 
like posters or demo disks 
would do. 

Proof-of-purchase cards 
could be included with games 
so that you could show 
you've actually paid for it - 
and to prove you have 
completed a game the 
programmer could 
incorporate a saveable high- 
soirr table into the program 
(of course, provisions must 
he made for the 'continue' 
options in games where your 
score is reset), 

Software houses may argue 
that the idea would be too 
costly, but as they stated 
themselves, few people 
persevere to complete a 
game, so their profits would 
hardly be denied. Having 
Treebies' could actually 
stimulate interest in a game 
and therefore push its sales 
up. 

Darryl Byrne. 
Manchester 

• And speaking of end 
sequences... 

MORE TURRICAN? 

Dear The One, 
1 have recently completed 
Rainbow Arts' new release, 
Turrican z - The Finai Fight. 
After two hours of battle 
with the final guardian, I was 
presented with an artistic 
picture of the explosion of 
the satellite that had 
previously imprisoned the 
planet of Lonorin. Then I was 


■ t HE ONE IUNE 1441 


LETTERS 


told to look out for Super 
Turrican. Could you tell me If 
this is a myth, or is it 
seriously being discussed 
amongst the programmers? 
Richard Jenkins, 
Birmingham 

• Well Richard the boys at 
Rainbow Arts won 't say - but 
as it's on the end screen... 

DEJAVU 

Dear The One, 

] would just Like to say what 
a good game Shadow 
Warriors is. But at the end of 
Levels one, two r and four, the 
men are easy to beat - and 
the end of level four has the 
same sprites as level two I Is 
this because the 
programmers couldn't think 
of any more sprites, or is 
there a better explanation? 
James Rice, 
Bralntree 

FIGHTING TALK 

Dear The One, 
I have recently played an 
arcade §ame in which you 
control one of three players, 
Haggar. Guy or Codey. It is a 
one or two player game in 
the Street Fighter vain. Do 
you know if it's available yet? 
Alex Warren, 
Wilts 

• The game that you 
remember so fondly is 
CapCom's Final Fight r which 
is currently under 
development at US Gold, the 
company that publishes ail of 
CapCom's games. Watch out 
for a review over the next 
couple of issues. 

LIVID OVER LYNX 

Dear The One. 
I am pulling pen to paper 
over an incident which has 
annoyed and upset me 
greatly, I bought an Atari 
lynx colour handheld system 
earlier this year - and 
although it was expensive. 1 
believed it was worth it. 

You can probably imagine 
my dismay when 1 discovered 
last momh that my "good buy' 
had not only been 
completely redesigned, but 
also halved in price. [ now 
find myself holding a piece of 
electronic wizardry that is 
just a few months old, yet 
worth only a fraction of what 


SPEAKERS' CORNER 


THROUGHOUT THE ONES long and glorious 
lifetime, we've never been short of one thing - 
lively debate on the letters page. Whether it 
was the old my computer's better than yours' 
silliness from the old multi-format days to 
whi.".br' 1.1 run; rhv uni^izine should branch 
out to cover consoles. Anyhow, we've now 
decided to create a brand new section for 
letters of this type, so whether you want to 
spout about one of the topics mentioned 
above, or anything else for the matter, then 
Speakers' Corner is the place for you. So, 
without further ado... 

ENTER THE GREAT DISK 
DEBATE? 

Three and a half inch square plastk casings 
and a heart of pore silicon - love em or loath 
em cover-mount disks look as though they're 
here to stay. As ever r the great reading public 
has mixed views on the matter; take, for 
example, the words of wisdom from Lee 
Sanders of Bury St, Edmunds... 

"Your magazine is one of the best around, 
but why do you insist on having that worthless 
piece of pfastic on the cover?" 

OK, so we should get rid of them... but hold 
on a minute, let's hear from London's Mitchell 
Pollington first... 

V am writing in response to the letter from 
Khizar Durrani, who seemed to think that your 
cover price was unreasonable as you 
effectively charge £i for a disk. Well, that is 
the same price as a P.O. disk and your disks 
are often as good, if not better. " 

Confused? We are! Well not really, as one 
thing that never changes is that if you get a 
letter expressing a strong opinion one day, it's 
almost bound to be followed by another one 
saying the opposite. Still, if anyone else has 
any views on the matter, you know where we 
are, 

AND NOW... AN OLD 
FAVOURITE 

Dear old piracy. Where would our letters page 
be without it? The subject of Illegally copied 
software is obviously something that still 
occupies your minds as the flow of mail on the 
subject is r if anything, becoming stronger. One 
reader, who wished to remain anonymous put 
pen to paper thus... 

"Six weeks ago I sent FA.S.T. a letter 


containing the names and addresses of a 
group which I know to be costing the software 
industry thousands of pounds each month. I 
have phoned F.A.S. J. several times since, but 
the pirates are still operating roday. Its no use 
passing on information to F.A.S. T if they're not 
prepared to act on it. Could you tell me how 
many raids, arrests or convictions they make a 
year? 

Many of our readers believe that piracy is in 
fact caused by the high price of software, a 
point raised once again, by Mitchell Pollington 
of London... 

If the price of software was reduced to 
around Lis. many more people woufd buy the 
software and programmers would make just as 
much money - probably more, " 

Let's clear this point up for once an for all: 
piracy is nothing to do with the price of 
software, it's all about people taking 
something that doesn't belong to them - In 
other words, theft. And speaking of thieves... 

'7 am a fully- fledged pirate. I pirate games 
on a regular basis and most of the time I get 
them a week after or before the games are 
released into the shops, ft is sad that I am 
forced into this, but I have to. I earn E6 a 
week on my paper round and simply can't 
afford to buy the games I want. I agree that 
piracy is bad and I don't get as much 
enjoyment out of a game when it's copied as i 
would have done if I'd been straight about It 
and bought it. I think I speak for all pirates 
wfien I say 'until the price of games comes 
down, we will just keep on hacking'- " 

This sad little piece was put together by a 
coward who chose to call himself The Shade' - 
appropriate enough really, as theft is one 
shady business. One small point I'd like to 
clear up though Is who exactly is 'forcing' this 
git to steal his software? That argument just 
doesn't wash; if a person not being able to 
afford something was a valid excuse for 
Stealing it, then they may as well take the 
locks off the doors of Porsches and leave the 
keys in the ignition. No matter what your 
views are on the cost of software (which is a 
debate in itself), you have no right to take 
something that legally belongs to someone 
else, Make no mistake, piracy - no, let's call it 
what it is - software theft is carried out by a 
few greedy individuals who think that they're 
beating the system. They are, but they're 
beating it to death. 


Got something to say? Then get it off your chest by writing to: The One, 
EMAP Images, Priory Court 30-32 Farringdon Lane, London EC1R 3 All 

(faxed correspondence is also welcome, on 071 490 1094). You could even 
win a T-shirt if your letter is chosen as the Letter Of The Month. All letters 
should be written (or, preferably, typed) on one side of the paper only and 
confined to a single sheet. We reserve the right to edit any letter to fit. 
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J paid for it. 

I fail to understand why 
Atari didn't take the extra 
few months to get the design 
right instead of releasing two 
versions. This just goes to 
show that marly companies' 
main priority is making a 
quirk buck and has nothing 
to do with customer care. 
I would like to warn readers, 
not to leap in to buy a new 
piece of technology as soon 
as it's released. It often pays 
ro wait a while to see how it 
develops before taking the 
plunge. Though this may 
seem like a cynical way to 
approach new products, it 
may be the only way to 
protect ourselves until these 
companies change their 
policies. 
Keith Graiton, 
Leicester 

• Ouch! Bitter words Keith. 
We can take it iff en, that 
Atari won't he receiving its 
usual rard from the Grafton 
household this Christmas? By 
the way, you' ft be kicking 
yourself even harder when 
you turn to page 42 and see 
what's on offer in this 
month's competition! 

HOOKED ON 
COMPUTING 

Dear The One. 
1 am a keen angler, and 
nothing (except, perhaps, 
playing on my computer) 
beats a peaceful day on the 
river. Do you know if there 
are any fishing games or 
simulators in existence? 
Fishing is a popular hobby 
with young and old. but 
doesn't seem to get any 
coverage at all. So it would 
be nice to see games 
manufacturers doing all us 
fishermen a favour and 
giving us the chance to fish 
whenever we like in the 
comfort of our own homes. 
Simon Pi ay If, 
South Humberslde 

• The almost god-like jack 
Chariton did once lend his 
name to an 8-bit fishing 
'simulator' ("You've sot to put 
the fish under pressure! 

hut this gem has so far been 
conspicuous by its ib-bit 
absence. Anyone out there 
know of a game to bait 
Simon's hook 7 



SEKGMiYf SOFTWARE 

Are you in desperate need of software? Then 
why not try the commander who cares? Send 
your begging letters to: Sgt. Software, The 
One, EMAP Images, Priory Court, 30-32 
Farringdon Lane, London EC1R 3AU. 


Dear Sarge, 

I am having great parental problems. My 
mother has banned me from spending a 
penny for six whole months. All of my games 
are completed and re-completed. My dreams 
of owning s uch games as Sim Earth, Botics and 
Supremacy are shattered. All my hard earned 
money is put into an untouchable bank, 
account for later life. You are the only one 
who can help. 
Neil Dear, 
West Worthing, 
West Sussex 

• Been banned from 'spending a penny 1 for 
six months - blimey! You've got far bigger 
problems than a mere shortage of software. 
Sorry Neil, in your predicament any donation 
would be wasted. 

Dear Sarge, 

I'm a wreck, I go to a highly respected school 
which I should be proud of r but I'm not. I am 
in the first year and am extremely unpopular. 
Our year is divided into two groups: the cool 
dudes who smoke and drink and do not even 
know what it is like to be buflted, and the 
people who are bullied constantly, don't 
smoke, don't drink and spend most of their 
time trying to avoid the cool dudes. 

This group is a minority to say the least - 
three people have already left the school as a 
result of bullying and it's only our third term. 
Whenever I go anywhere near some people I 
get it. I don't know what to do. I just want to 
be [eft atone. 

How can I stop the bullying? Please don't tell 
me to ignore it because I can't. I can ignore 
verbal teasing aimed at me, but not against 
my family and I can't ignore any form of 
physical teasing or bullying against anyone - 
that's why I became unpopular in the first 
place. One of my friends was being bullied - 1 
refused to let it lie [he woufd've let it lie - Vic 
Reeves] and ended up getting bullied myself. 

My only joys in life at the moment are 
holidays, going home to my parents and 
playing on my computer (for which l can't 
afford any decent games). Please help me. 
Desperate, 
Farnhartij 
Surrey 

• You have got problems: going to boarding 
scbooi suffering bullies - and having a silly 
name like Desperate? it's the feast I couid do 
to send you £100 worth of software (which 
you can always use as a bribe to stop the 
beatings!}. 

Dear Sarge, 

In my neighbourhood there were a fot of 
pirates, they sold games and nobody could 
touch them. I tried to stop them, to talk with 
them, but they wouldn't listen, so I decided to 
destroy them. 


I bought guns and rifles and I attacked. I 
fought the pirates for a whole month and 
destroyed many of them, but I was wounded 
in battle. I went to hospital where I had five 
operations. But pirates came to the hospital, 
took me prisoner and tortured me. The 
greatest pain for me was the moment when 
the pirates burned all my games. 

I got angry, broke my chains and ran away. 
Now I am under police protection, I have an 
Amiga but I have no games, and i can r t buy 
any new ones because the pirates are 
threatening every legal seller that if anybody 
sells me games, they will kill them. Sergeant 
Software, you are my only hope. 
Tepic Drag an, 
Novi Sad, 
Yugoslavia 

• Whew! Piracy is obviously a far more serious 
problem in Yugoslavia than it is over here. 
Sorry, Tepic, but if the piracy problem 's that 
bad then i couldn't possibly send any software 
to your country. 

Dear Sarge, 

My brother and I share a computer. He has a 
paper round and so can afford to buy a 
computer game every few weeks. This would 
be no big problem if he would let me play 
them, but he won't. I would get a paper 
round too if I could, but I am not old enough, 
I don't get any pocket money so I hardly ever 
get a new game (except when I do a few jobs 
around the house, and that only earns a few 
quid). Please send me some software or \ will 
die of boredom. 
Andrew Marks, 
Cheslyn Hay, 
Walsall 

• It seems a shame that ail of that software is 
going to waste in your house, why not use 
some initiative to get your hands on it. Have 
you thought about blackmaifing your 
brother? Maybe he has some disgusting habits 
that he wants to keep quiet, or he fancies 
some girl at the Comprehensive that he 
doesn't want anyone to know about. 

Dear Sarge, 

My Dad bought me a computer last year for 
Christmas. To my great surprise, he bought 
£200 worth of educational software as well. 
Once I saved up all my money to £20, and 
gave it to my mum to buy a beat 'em up - she 
came back with a chess simulator. I am not 
allowed to buy any fun games such as Stealth 
Fighter or Gods, as this was a waste of money, 
I am gradually turning into an egghead and I 
am a really boring kid. Please could you send 
me some nasty, horrible time-wasting games. 
Alan Boyle,, 
Kilwinning, 
Ayrshire 

• You got it/ 
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NEWS 


IT'S ALL 
IN THE 
BOOK 

HELP IS ON ITS 

WAY for those 
who need it 
with the 
Infocom classics 
recently 
re-rel eased by 
Virgin 
Mastertronic. 
Virgin is 
putting 
together two 
volumes of 
hints, tips, 
maps and 
object tables 
covering al I TO 
Infacom games 
in its budget 
series, including 
rfrtcfi/i/fcer** 
Guide, 
tmhjfiter, the 
Zork trilogy and 
the immgrtally- 
named Leather 
Goddesses of 
Pfrobos. The 
books will cost 
la.EJEf each and 
are due to be 
published in 
August- 




ALL 
WIRED 
UP 

THIS STRANGE- 
LOOKING LUMP 
OF MECCANO is 
the Virgin 
Game&tores' 
Android r 
Manufactured 
by Nor dank 
Murrell, the 
Android is 
being used in 
Virgin 
Gamestores in 
Kingston and 
Oxford to 
attract 
customers to 
the Computer 
displays. 



TETRIS 

RELAUNCHED 

TETRIS, ARGUABLY THE 
GREATEST puzzle game of all 
time (in fact, some would say 
the greatest computer game of 
all time), is about to resurface 
after a long, enforced absence. 

Having first appeared over four 
years ago., this classic test of 
logic and dexterity was soon put 
on ice by 

Mirrorsoft, its'v^ 
original 
European 
publisher, 
when a major 
legal row 
broke out. in 
the U.S. over 
who owned the game's rights. 

It appears that Nintendo won 
that particular argument, as the 
game now comes packaged with 
its Gameboy handheld. 

Now however, French-based 
Infogrames has somehow 
snapped up the rights to 
relaunch the game into the 
European market - and 
obviously thinks that the game's 
long-enforced absence should 
have kept interest high enough 
for it to sell at £19,99. 

Although the publisher and 
packaging may have changed, 
the gameplay remains the same: 
you rearrange a random series of 
falling blocks to make complete 
lines at the foot of the screen. In 
this version, the speed can be 
varied, your high scores can be 
saved and you can play in 
tournament mode with up to 
five other players. 


CASF, I HKILL AND SWOON as the Red Arrows flash overhead at the 
International Air Tattoo '91 - but remember, if you're not in, you can't win! 

COME FLY WITH US... 

...AND MICROPROSE. as the J King Of The Sim' has a flight.-t.ast.ic 
prize up for grabs For no less than/vve lucky readers of The One. 

That's right, for no apparent reason., MicroPros* is offering the five 
winners of this great competition a pair of tickets each to the 
International Air Tattoo ? 9l at Gloucestershire's R.A.F. Fairford on 
either July 20th or 21st. where they'll not only get to look at loads of 
aeroplanes and stuff - but they may even get a chance to meet some of 
their favourite The One journalists! 

And to be in with a chance of winning one of these five pairs of 
tickets., all you have to do is name three MicroProse flight simulators! 

That's it, just put the names on the back of a postcard (or a sealed 
envelope) and send it to: Fly Boys. The One, EMAP Images, 
Priory Court, 30-32 Farringdon Lane, London EC1R 3AU, to 
arrive no later than June 10th. 

INDIANA JONES RETURNS 

LUCASFILM HAS JUST ASTONISHED the World by announcing that it has begun development on its 
fourth Indiana Jones game - even though there may never be another Indy movie! 

Indiana Jones Ami The Fate Of Atlantis puts the intrepid archaeologist on the trail 
of Nazi sympathisers who've stolen ancient artefacts, believed to have been 
excavated from the fabled lost city of Atlantis. 

Although Lucas Arts (the parent company behind all of George Lucas' products, 
including the Indy computer games) still denies that there will be another Indiana 
Jones film, the game's scenario is also being used for a series of comic books 
(right) and rumours are rife that Harrison Ford has actually agreed to don the hat 
and jacket for one last crack of the whip. 

Just like Indiana Jones And The Last Crusade, this latest game will be released in 
two separate versions - one in the usual Lucasfilm adventure style, the other an 
arcade action game which is being developed in the UK by Attention To Detail. 

Indy fans should pencil in October and November in their diaries as potential 
release dates, however no price for either version had been decided at the time 
of going to press. 
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I 



UP, UP AND AWAY 

HE MAY LOOK LIKE ROCKET RANGER, he 
may sound like Rocket Ranger, he could even, 
fly like Rocket Ranger, but the Rocketeer is 
actually the star of a brand new film from 
Disney due for release later this year. In a 
story which pays tribute to the classic serials 
of the '50s, an American scientist discovers an 
ancient rocket pack and proceeds to fight for 
truth, justice and the American way in a 
struggle against the evils of Nazidom. The 
Rocketeer opens in the U.S. on June 21st, a 
British release date has yet to be confirmed. 

SIMIS SCORES A 
FIGHTER DOUBLE 

THE M1C-29M SUPER FULCRUM may be a top- 
secret Russian fighter plane, but that hasn't stopped 
those intrepid chaps at Simis (the team behind 
Domark' s MiC-Z9 Fulcrum simulator) from digging 
up all of its technical specifications. 

So it comes as no surprise that this advanced 
Soviet fighter plane is to be the subject of the 
follow-Up to MiG-29 Fulcrum, with new 

performance 
ratings, combat 
scenarios, and a 
redesigned 
control panel. 

Domark plans 
to release the 



THE HARRIER AV-SR, next for the 
Sirms treatment when Do-mark's 
finished with MiCs. 


game in 
September,, to 
coincide with 
the first public 
showing of the 
real-life MiG- 
29M at the Faris 
Air Show. 
Anyone who 
already has the 
original programj and doesn't fancy paying another 
£30 for the new version, will be able to buy a special 
upgrade for around £12. 

But Domark isn't confining itself to simulating 
Eastern Bloc aircraft, as the American version of the 
Harrier Jump Jet, the AV-8B r is also about to get the 
Simis treatment. 

Harrier Assault isn't due for release until late next 
year, but the basic gameplan is already taking shape 
- you'll play the part of the Commander of the 
Rapid Response Forcej setting objectives for your 
team of US Marines, 



WOULD YOU BUY A COMPUTER GAME 


WE WERE CLEANING OUT our picture files just the other day, 
when we noticed just how many pictures we had of Domark' s joint 
managing directors, Mark Strachan and Dominic Wheatleyj either in 
silly poses or dressed up in costumes so outrageous that you'd be 
embarrassed to go to a fancy dress party in them. 'Would these men 
do anything to sell a computer garnet we asked ourselves. On the 
evidence of the following pictures it looks as though the answer 
amid only be a resounding J yes ? ... 



THEY'D RELEASE THEIR GAMES on 
the Enterprise (keeping straight faces). 


THEY'D DRESS UF as hippies (*l 
think Vm sitting on my joss-stick*}. 



THEY'D BOWL A MAIDEN OVER 
(Mark's outfit is by David Icke)... 


THEY'D 
STAND IN for 
Dan Quayle in 
the event of 
George Bush 
becoming 
incapacitated... 



THEY'D LOOK 'REAL M.BAH' {apparently, Dominic - he's the one on the left 
was asked to look as frightening as he could for this shot, but all he could 
manage was this polite sneer)... 

THEY'D LOOK SHAKEN, not starred,,. 
Actually this is a pretty goad picture to 
finish off with, as it raises more than its 
fair share of questions. For instance, why 
are Dominic's shoes peeping out from 
under the duor£ Or - an even more sinister 
query this one - how come Mark casts no 
shadow on the bonnet of the car£ We think 
we should be told! 
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RENT-A-CDTV 

IF YOU FANCY TRYING OUT one of Commodore's new CDTV 
wonder machines, but don't fancy shelling out the £599 asking price, 
there may still be a way for you to get this muti-media machine firmly 
under your TV. The multinational hardware manufacturer is currently 
talking to a number of major rental companies and hopes to reach 
agreement with one or more of them in the next few months. 

Those who do choose to buy their CDTV will find Fsygnosis' award- 
winning Lemmings included in CD form. What they won't find is a 

copy of 
Hutchinson's 
Encyclopaedia • 
setbacks in the 
program's 
development mean 
that purchasers 
will have to wait a 
little while to 
receive their copy 
(which, 
Commodore 
4 assures, us., will be 
sent out as soon as 
it's finished). 

Much of the early 
software available 
4 looks like being 

'WHO PIONEERED this high-jumping styler" - just one database-style 
question from the CDTV version of Trivial Pursuit. information 

programs or straight computer game conversions, but the CDTV 
version of Trivial Pursuit, due to be published by Domark in September 
or October, could change all of this. 

The CDTV version of the best-selling board and computer game will 
feature digitised pictures, sounds and even speech (including voice- 
overs by such notable ' celebs' as Fa trick Mower and Kate Robbins) 
with every question. 



AUDIOGENIC SELECTS GOOCH 

DECENT (OR EVEN HALF-DECENT) cricket games have always 
been pretty thin on the ground - in fact, here at The One we can't 
think of a single game that's successfully captured the atmosphere of 
the most English of sports. However, Audiogenic's forthcoming 
Graham Coach's Cricket may well change all that. 

Due out next month (which should just coincide with the climax of 
the 'Windies' tour) the game will give the player the option to 
compete in either full tests or 'limited over -1 matches,, or even to forget 
about competition completely to get in some practice in the nets. 

Once in the game, you'll be able to choose between 'fast 7 , 'spin' and 

'swing" bowling and a wide 

choice of batting strokes. And fc*2# 
despite the complexities of the 
real game, Audiogenic has 
managed to confine its 
incarnation to two basic views: 
either from behind the bowler 
or, once the batsman has struck 
the ball, a full-pitch overhead 
view. 

"THE BATSMAN'S HOLDING, 
the bowler's Willie..." Relive 
your favourite cricketing 
moments in Audiogenic's 
Grahrtu Goach's Cricket, 


HELP 
FROM 
SIERRA 

US COMPANY 
SIERRA, newly 
set up in the UK, 
has already put 
its customer 
Support 
telephone 1 lines 
into operation. 
Call them on 
0734 303171 for 
help with any 
Sierra product 
or if you have a 

'touch-tone' 
phone, you can 
call the 24-hour 
automated 
helpline Oh 
0734 304004. 
Modem owners 
can get through 

to Sierra's 
bulletin board 
system on 0734 

304227 for 
hints, enquiries 
and 

downloadable 
demos. 


BANZAI 
BUNNIES 

WITH A CARROT 

IN ONE HAND 
and a hearty cry 
of "What's up 
Doc?", the Ninja 
Rabbits have 
arrived on the 
scene. In an 
obvious 
attempt to Cash 
in on the 
turtles' band 
wagon, 
Mieroualue has 

released this 
tale of mutated 
bunn y-wunn ies 

and their 
mission to plug 
a deadly gas 
leak at the 
nearby chemical 
factory. JVrn/a 

Rabbits is 
available now 
at the value-for- 
bunny price of 
£6.99. 




CORE'S FIRST ATTEMPT at a shoot 
'em up promises plenty - but doesn't it 
look a little familiar £ 

CORE 

EVACUATES 
EARTH 

EXFLORATION IN THE 
OUTERMOST REACHES OF 
SPACE is the theme of frenetic. 
the next game due to dribble 
from Core's productive pipeline, 
The classic shoot 'em up action 
sees your spacecraft attempting 
to create a safe galactic passage 
for an interstellar fleet evacuating 
the Earth's population. 

The finished game will boast 
eight separate levels, each with 
its own end sequence in which 
you must defeat the warship 
from Mozone (the mighty 
warships of Mozone having 
already desecrated most of 
Earth). You may want to rope in 
a friend to help, as the two-player 
option doubles your firing rate. 

Look out for Frenetic, on release 
next month. 


THE WHOLE WORLD 
IN YOOR HANDS 

SID MEIER, AUTHOR Of 
RAILROAD TYCOON, is 
currently hard at work 
developing a 'mankind simulator' 
- once again for MicroProse and 
appropriately entitled Civilisation. 

The game drops you (and up to 
four companions) on a lonely 
plain In the year 4000 BC - from 
then on, the survival of the 
human race is in your hands. 
You'll need to build relationships, 
forge alliances and invest in 
technology and medicine (for 
example, if no-one invents the 
wheel your race could die out). 

There are four different starting 
scenarios to choose from: 
Mesopotamia, North America, 
the World or even an all-new, 
computer-generated 
environment, 

Because of its size and 
complexity. Civilisation probably 
won't make it to the shelves 
until well into next year - as ever, 
well keep you posted. 
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NEWS 


ELECTRAFYING 


YOU'VE NEVER HAD IT SO 
GOOD! Following the recent 
launch of Leisuresof t ? s Teaio Fins 
range of peripherals, Britain's 
other major software distributor, 
Centresoft ; has decided to get in 
on the act by producing its own 
range of 'branded'' goods. 

The Ekctra range offers 
everything you could possibly 



need for your Amiga, from half- 
meg upgrades with a copy of 
either KLh Off Z or ('hiUtifuom Of 
Krynn at £39.99 to four- way 
joystick adaptors (for use with 
the aforementioned footie classic) 
at £5.99. 

The entire range will be 
available from all good software 


stores, but if you have any 
trouble finding what you're 
looking for. contact Centresoft 
on (021) 625 3383. 

However, some readers of The 
Otte won't have to go to even 
that trouble, thanks to our 
amazing giveaway competition. 
We are offering either a half- meg 
memory upgrade, a 1.5 meg 
memory upgrade, an Amiga to 
SCART monitor lead or a four- 
player joystick adaptor to the 
four lucky winners who can 
answer the following question; 

An electricity plug has three 
coloured wires running into it ■ 
what are they£ 

Send your entry (on a postcard 
please, or the back of a sealed 
envelope) to: Elect ra-Fying r 
The One For Amiga Games, 
Friory Court. 30-32 
Farnngdon Lane. London 
EC1R 3AU.Allthe usual 
competition rules apply and your 
entries should reach us by 
Monday. June 10th. 


TOP TEN 

June 1991 


1 NE GODS 

Renegade 

2 A FANTASY WORLD DIZZY 

Code Masters 

3 NE PGA TOUR GOLF 

Electronic Arts 

4 T LEMMINGS 

Psygnosis 

5 NE DEFENDER OF THE 

CROWN 

Mirror Image 

6 ▼ SPEEDBALL 2 

Image Works 

7 NE ROCKET RANGER 

Mirror Image 

8 NE ARMOUR-GEDDON 

Psygnosis 

9 NE MIAMI CHASE 

Code Masters 

10 NE CHUCK ROCK 

Core Design 


EA KEEPS 
SWINGING 

LAST ISSUE, 
Electronic Arts 
offered one lucky 
reader the chance 
to 'putt on the 

style' on a 
weekend at a 
Trusthouse Forte 
golf centre. That 
reader was Barry 
Warburton of 
Spalding in 
Lincolnshire The 
10 runners up 
who will each 
receive a limited 
edition Executive 
Golfing Shirt are: 

Adam Calieu 
from London; Mr 
P. Boucher from 
Bournemouth; 
T. Hollands from 
South Woodford, 
London; G. Burst 
from Rip on; Liam 

Grest from 
Grimsby; Stuart 

Farmer from 
Farnham, Surrey; 
Nick Male from 

Winchester; 
Robert Leason 
from Uttoxeter; 

Mr B. Burgess 
from Manchester; 
and finally Paul 
Mellors from 
Bournemouth. 
For the futl list of 

competition 
winners, turn to 
page 21. 
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THE GOAL-DEN SHOT 

The Kick Off 2 

Golden Goal Of The Month 

PRESENTED BY THE ONE 

MAGAZINE AND AN CO 

THE KICK OFF 2 GOLDEN GOAL 

CHAMPIONSHIPS 

NOT MUCH HAS COME OUT OF BARNSLEY. 
Black Puddings, the A321, the B 6 52241 and 
John Wilson. Who? John is only one of the 
greatest footballers that this game has ever 
seen. What he can't do with a joystick and a 
football doesn't bear thinking about. Words 
alone do not do j ustice to this great talent, so 
not only do we have a few pictures below 
describing his superlative goal we also have 
the goal itself stored on our cover disk (see 
page Sfor details). 

FROM A SOLO 
EFFORT along the 
wing, John turns 
toward* the goal 
and starts to 
advance. The 
defenders rush in 
to intercept but 
John's got other 
ideas... 


TURNING ON A 
SIXPENCE John 
runs back out 
towards- th& 
centre of the 
pitch, Then in true 
Gaz2a style, he 
turns back 
towa rds the goal 
and <ontinues his 
run. 

AS HE REACHES 
THE GOALMOUTH 
John spins around 
once more to face 
the opposite side 
erf the goaJ. He lets 
rip with a real 
scorcher, which 
the goalie hasn't a 
chance of 
Stopping. 


"Well Brian, we'll be lucky to see one as good as that in the 
near future, eh?" 

"I'm not so sure ;irnmy, those readers of The One are full of 
surprises-, Remember, all they have to do is send their goals 
to; Golden Goals (Kick Off 2 Championships), The One 
Magazine, Priory Court, 30-32 Farnngdon Lane, London 
EC1R 3AU. They shouldn't forget that the prize is an entry 
to the Kick Off 2 Championships and that nothing but the 
best will do. Unfortunately the boys can't return disks, even 
with an SAE!" 

IGNORE THESE RULES AT YOUR PERIL 

FAILURE TO COMPLY with any of these regulations merits 
Instant disqualification. 

1) No more than THREE (3) goals per disk and no more than 
one disk per entrant. 

2) All goals must bp scored by the entrant and not by the 
computer {even in Position play you have to be the one that 
gets it in the net}. We can tell, so don't waste our time. 

I) The disk LABEL must contain the following information: 
the entrant's name, address and (if applicable) telephone 
number - it must also clearly state that it is an Amiga disk! A 
description of the goals would also be handy, along with 
what type of pitch they were scored on. 


* * 
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No ugly wart-nose is 
gonna make a monkey out 
of me! But that's just 
what that witch has done - 
one minute rm the mighty 
Toki and the next I'm having 
breakfast delousing my armpits, I can't 
walk a step without tripping over my 
knuckles and, oh* there's an overhanging 
vine ■ time to swing out sister! But my 
broken heart is going ape. My beloved 
Miho (I can't wait to share a banana with her) 
has been kidnapped and somehow I've 
got to regain my manhood - until then 
Fm just swingin' in the rain! rx( A 

The arcaj^Mu sensation by Fabtek Incy-* " 
Arwu* is now available > /X? 
for your micro. 


"4* 
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OCEAN SOFTWARE LTD. 6 CENTRAL 
STREET, MANCHESTER M2 5NS. 
TEL: 061-832 6633, FAX 061-834 0650 


SPECTRUM , AMSTRAD CARTRIDGE 
COMMODORE CARTRIDGE 
ATARI ST . AMIGA 
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MUSICAL 
MIRACLE 
WORKER 



SOFTWARE TOOLWORKS RECKONS chat it can work musical 
miracles - even for the cone deaf! 

The reason Eor thkl The firm's Miracle Piano Teaching System, a 
package which includes a full-sized synthesiser to plug into your 
computer and a 200-lesson tutorial software to take you through all 
stages of piano playing - from Les Dawson to Liberace, 

Besides taking lessons, you can also hone your skills using arcade- 
style techniques (one lesson, for example, has you shooting targets by 
hitting the correct note on the synthesiser). The keyboard has 128 
separate sounds and effects, allowing full orchestral backing. 

Although no details could be confirmed at the time of going to press, 
the Miracle is expected to retail at around £299 {including keyboard) 
and should be available sometime in September. 


US GOLD HAS SETUP a 
number of telephone 'helplines', 
specifically for chose people who 
are stuck on its adventures and 
RPGs. Computer-activated, the 
lines are all of the 33p per minute 
off-peak, 44p per minute peak- 
time variety. 

When you call, you will be 
asked which part of the game 
you need help with; the 
telephone tape will then switch 
to that topic at your spoken 
prompt. Further lines give details 
of new releases and 
competitions, and all are open 24 
hours a day, seven days a week. 

The numbers are as follows: 
New releases - 0839 654124 
Lucasf iirn games - 0839 6541 23 
(this line covers The Secret Of 
Monkey Island. Indiana Jones And 
The List Crusade, Zak McCracken 
And The Alien Mindhendets, 
Maniac Mansion and Loom) 
Delphine games - 0839 654284 
(covering Operation Stealth and 
Future Wars) 
SSI -0893 442025 
(the first of three, covering 
/ ftfhfar, Dragons Of Flame and 
Heroes Of The Lance) 
SSI-0S98 442026 
(for Pool Of Radiance, Curse Of 
The Azure Bonds and Champions 
ofKrynn) 

SSI * 0898 442030 

(for Buck Rogers and Secret Of The 

Silver Blades) 


AN EXC 



GAME FOR 
A LAUGH 

WE RECEIVED QUITE A FEW 
imaginative answers to last 
month's Sega Game Gear 
competition - but mainly blank 
postcards and personal abuse. 
The reason for thisi We forgot to 
run the question! 

We could try to wriggle out of 
this with some excuse, but we're 
going to come clean - a dog ate it 
(you're fired - Ed). 

Just to recap, last month we 
gave you the chance to win one 
of Sega's wonderful colour 
handheld consoles. 

However, since we failed to 
deliver the question, this time 
around we're going to do things a 
bit differently. The answer to last 
month's question was 'Japan' - 
so, all you have to do now is 
guess the question! 

Once you reckon you know the 
answer (or, should we say, the 
question), pop it on the back of a 
postcard (or, you guessed it, a 
sealed envelope) and send it to: 
Question Me An Answer, The 
One. EMAF Images. Priory 
Court, 30-32 Farringdon Lane, 
London EC1R 3AU. Closing 
date for entries is June 10th 1991. 
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CCITING ISSUE this one: Kick Off one of the most 
successful games of all time, made its review debut. We 
only gave it a measly B8 per cent, but then, things were 
tougher in those days. The reviewer was our very own 
Paul Presley (at the time a mere Magazine Assistant) who 
said: ''"Anco's footie game is by Ear the best of its type to 
appear on 16-Bit, end unless the opposition comes up 
with something really special, it's all over bar the 
shouting." Well, we all know now that the opposition 
never did come up with a ay thing really special and the 
only footie game to surpass Kick Off has been Anco's 
awn Kick Off 2. 

As a small aside, 
one rather 
embarrassing story 
connected with this 
review is that a pre- 
production copy of 
the game had been 
kicking around the 
office for about four 
months prior to our 
receiving the 
finished thing - and 
nobody took a blind 
bit of notice of it... iE 
only we'd known 
t hen what we know 
now. 

The up-and- 
coming UK subsidiary of US firm MkroProse featured 
heavily in the issue. The excellent Honda RVF from one of 
its. new labels, MicroStyie, was the main cover image and 
gave rise to one of the worst cover lines in the history of 
magazines: Bode Very Fast (geddit^). The offending party 
still works for the magazine today (whyi), but he shall 
remain unnamed to protect the innocent (hjs initials are 
C3. though}. 

MicroPros* also made big news this month because it 
had just bought Telecomsoft. Nowadays, of the three 
labels included in the deal ■ Firebird, Rainbird, and 
Silverbird - only Rainblrd exists. 

One game that had recently been the subject of a lot of 
enthusiastic journalism was Bullfrog's Populous, published 
by Electronic Arts. All that excitement now proved to be 
very well deserved, as our exclusive Software Circus 
charts showed Populous shooting straight to Number 
One on two of the formats that we covered in those days 
(guess which two!). 

US company Cinema ware came under the Work In 
Progress spotlight with its tribute to the r 50s science- 
fiction film, h CatM From The Desert, As well as chatting 
about giant ants and what jolly good things CDs were, 
company MD Bob Jacob took the opportunity to claim 
that "British programmers are the best in the world 
technically, whereas the US don't program so well, but 
produce better concepts." There hasn't yet been a mass 
exodus of British programming talent to the States to 
bear out this theory, but who knows what might happen 
during the next two years £ 

It was American talent that impressed us most on the 
reviews front: Spectrum Hoiohyte's Taken: The Mission 
Diskf Volume 4 clocked up an impressive 94 per cent. 
Other notables were DMA Design's two-player shoot 'em 
up Blood Money, Core Design's excellent platform romp 
Rick Dangerous i Delphine's Bio Challenge (one of its early 
arcade games before the company became an adventure 
specialist) and the bizarre Weird Dream, 

To round off the issue we took a look at Horror 
Software., a genre that many developers have dabbled 
with, but few with much success. We mentioned several 
games, one of which, A Nightmare On Lim Street never 
quite made it out of the US Cold boiling pot [a shame 
really, because we had a Robert Bnglund interview 
carefully prepared, which, to this day is sitting in the Ed's 
drawer gathering dust}. 

DMA Design's Core was another game mentioned in 
that piece which still hasn't got much further than the 
drawing board. That won't stop it from appearing in 
further retrospectives though. Perhaps one day we'll be 
able to look back two years to its successful release. 
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Metal Mutant is the ultimate future battle machine, sent to the 
planet Kronox to search out and destroy the tyrant Arod 7. A 
miracle of future bio-tech no logical science, Mutant can 
transform at any stage into three different robotic forms. 
Mutant has a huge range of different combat moves 
as he fights his way across Kronox. He fights not 
just tooth and claw but tooth, claw, missiles, 
rope, shield, whip, torpedo, battle computer 
and remote Hying droid. 
Metal Mutant is a science fiction 
exploration and combat epic featuring 
over 160 fully-bitmapped screens, 
24 different combat moves, 
intriguing puzzles and more than 
40 different enemies plus end of 
level guardians, 
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SYSTEM 3's 1 6-BIT BLITZ 


VARIETY TS THE SFICE of the 
line-up of games dui c rom 
System 3 over the next 12 
months t with its range including 
conversions of highly-regarded 8- 
bit titles such as Last Ninja 3 and 
Myth, as well as 16- bit originals. 

System 3, a company that's 
always been best known as a 
developer for the C64, now 
reckons that it can bring some of 
that magic to a slightly more 
powerful machine. The first of its 
upgrades, Last Ntnja 3, tests your 
martial arts skills over five levels, 
with the gameplay including 
puzzles as well as pure combat 
and the landscapes hiding objects 
which can be used as weaponry 
later in the game. 

Another of the firm's big S-bit 
names. Myth, is currently 
undergoing an ambitious 
revamping. When finished, the 
game will take the player through 
the legends of different eras, 
including scenes from Greek. 
Norse and ancient Egyptian 



WHERE IN TIME 
could you 
possibly be in 
this, one of 
Myth's many 
time-based levels^ 
It's all Creek to 



COULD THIS 
REALLY be the 
last Ninjai 
Probably nut. AS 
the series has 
already reached 
number three and 
still shows no 
sign of flagging. 


mythology. Once again there will 
be a healthy mixture of 
exploration and combat - 
although this won't always be as 
straightforward as hacking the 
bad guys to bits. 

The last game due to have an 
extra eight bits added on is 
Vendetta, a multi-section arcade- 
style game. All three titles should 
be released over the next couple 
of months. 

Leaving the old days behind for 
a moment, Silly Putty (a pretty 
silly name, we're sure you'll 
agree) is a 16-bit original in 
which you are (surprise, surprise) 
a ball of blue putty. Due for a 
November release, this one will 
see you zap your enemies by 
wrapping yoursdf around them 
as you roll and bounce around 


the play area. 

A little more conventionally, 
Changeling is a space exploration 
game set in the catacombs of 
disused mine shafts on a far- 
distant asteroid. The reason for 
the name is that there are four 
different forms that you can 
adopt and change into during the 
game: in some stages you'll need 
to fly or swim to progress and 
must, choose the relevant 
metamorphosis. The release date 
for Changeling is still to be 
confirmed, but it appears to be a 
case of 'this year, next year', 
rather than 'sometime, never J . 

One which will definitely make 
it by early next year is Constructor, 
a trading/building game with 
plenty of strategic sub- plots. *A 
good game for bank managers on 
their lunchbreak/ says System 3's 
Adrian Cale, which may or may 
not make you rush out and buy it 
when it's released. 

Finally, System 3's previous 16- 
bit offerings have been rounded 
up mto a compilation, the System 
3 Premier Collection. This 
collection consists of Tinker, 
Bimbo s Quest, the veteran IK + 
and Ninja Remix (a sort of 'Last 
Hinja Two and a Half) and 
should already be hitting the 
shops as you read this. 

Oh, before we forget, ail the 
games will cost £24.99. 


NERS... WINNERS... WINNERS-WINNERS... WINN 


TWO ISSUES AGO {that was way back in 
April - coo!), Ocean offered illuminated 
globes and some exciting (but quite 
useless really) Plasma Orbs to those who 
could come up with the goods in its 
Simtarth competition. 

Six of the best of our readers who've 
won one or the other of these are: Jan 
Slator of Hoddesdom Herts; Leigh Joiner 
of Hemel Hempstead, also in Herts; Rich 
Tomlin of Leicester: J. Storey of 
Lutterworth, once again in Leicester 
I (what's going on here£), C. Newman of 
Harlow in Essex and Barnaby Vollans of 
Salisbury in Wiltshire. 

We made a small error (for a change) 
when reporting Leisure soft's TeeaoPlus 
range in issue 30 - but as a result, we 
were able to put a random selection of the 
hardware upgrades up as prizes in our 
Lucky Leisure competition. 

The five folks who walked away with 
the goods are: Simon Hopper of 
Middle sboro ugh Cleveland; W. Maitchell 
of Darlington, Co. Durham; Ali Afshar of 
Winchester in Hants; Luke Escornbe of 
Wimbledon, South London and Sean 
McKinley of Rickcrsco*te in Stafford. 


But by far Lhe most popular prize 
offered in that issue was the double- 
decker video which Image Works put 
forward as the prize for its Predator 2 
competition (oh, there was a video copy 
of the original Predator movie thrown in 
too. but for some reason that didn't seem 
to attract the same attention). 

We could keep the suspense up by 
blathering on a bit about this, that and 
the other, but what's the points The only 
thing that you're all really interested in is 
the winner's name (and if it's you!). So. 
like we were saying, without further ado 
we'll bring you the winner of the Am&trad 
Double Decker video, courtesy of Image 
Works. 

By the way., at this stage we'd like to 
point out that making copies of pre- 
recorded videos is illegal... what's that£ 
Get on with it?. Oh, alright then. 

The winner, for those of you who are 
too impatient to wait for the full 
lowdown, is... David K. McCormack from 
Belfast in Northern Ireland. 
Congratulations David and happy 
viewing. 

Moving swiftly along to last issue... 


'Bound to Win' was Trevor Cobbe from 
Leicester, who told us that White Dwarf s 
character Thrud the Barbarian uses an axe 
to slaughter his victims ■ Trevor wins a 
trendy axe pendant, courtesy of On-Line 
Entertainment. 

In our Lovely Leather competition. 
MicroFrose gave you the chance to win a 
leather flying jacket. Suzi Yann from 
Dudley in the West Midlands will be 
getting into leather after correctly 
answering our three flying teasers. 

Also in the last issue, we had a remote- 
controlled pleasure yacht on offer, thanks 
to Domark and Hydra - our watery 
winner is Anthony Howard from 
Southport, Merseyside. 

And last but not least, we asked you to 
provide us with a name for Electronic 
Zoo r s fluffy monkey mascot (whose 
reason for being is the company's new 
Monkey Business budget range). 

The winner is Matthew Emery from 
Walsall in the West Midlands who came 
up with the name, l : unky Monkey - 
thanks for that flash of inspiration., 
Matthew {if you think that's bad you 
should have seen the others!). 
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SPECIAL 




What's new, soft, and can design you a new bedroom? 

Incentive's 3D Construction 


What's new, hard, and sits in your bedroom? 

Commodore's CDTV! 

AT LEAST, IT COULD BE SITTING IN YOUR BEDROOM, if you're the winner of the 
great Domark competition which is to be launched next month to celebrate the 
release of the 3D Construction Kit We'll be asking you to design a game using 
the kit - and not only will the winner walk away with Commodore's wonder machine, 
but he or she will also have their game published on The One's cover disk. 
Full details will be announced next month, so that everyone who wants to take part 
has time to buy and use the program. The competition will be open for three months, 
so you ll have plenty of time to come up with something spectacular 

Look out for next month's exciting issue for all the info 



THE 3D CONSTRUCTION KIT is 
an all-new utility package 
that allows you to design 
anything from house 
interiors to complete games, 
using the remarkable 
Freescape system (as seen in 
such incentive games as 
Castle Master). 

The kit's simple langauge 
allows sophisticated 
animation and user 
interaction, while still 
producing almost 
professional results. 

For more information, turn 
immediately to the review 
section in this issue. 
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HOW DO VOU FANCY owning a machine with graphics and sound as good as an Amiga, 
but with a disk capacity 700 times greater? How would you like to own a machine 
that is capable of running an adventure game as big as all the Sierra games put 
together, or a shoot 'em up that combines all the qualities of X-Qut, Xenon II, R-Type, and 
SWIV in one enormous game. Then you're bound to like the CDTV f a new type of computer 
based on the best-selling Amiga and using revolutionary state-of-the-art CD technology. 


WATCH OUT FOR FULL DETAILS 
OF THIS GREAT COMPETITION 

IN THE NEXT ISSUE OF 
THE ONE - ON SALE JUNE 26TH 
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FEATURE 


America - land of the free, mom's apple pie, the stars and 
stripes, the San Francisco 49ers... and 'Crazy' Dave Gruisin, 
In the first of an ongoing series, The One's all-new, fresh- 
faced Stateside roving reporter brings you all the latest in 
US games and gaming technology - and generally 'has a 
nice day'. So roll those drums, 'cos here comes... 


W V I THERE BRITISH 
H BUDDIES! DaveGruisin 
M Mhere,,, 'Crazy' by name 
and 'first with the news' by 
nature! 

Mow that 77ie One doesn't 
review PC games any more, the 
Ed thought that he'd better have 
someone 'on the ground' over 
on this side of the Atlantic to 
keep you up to date with what's 
happening U.S. game wise. 

I've been playing, writing 
about (and cheating at) 
computer games since che 
beginning of rime, and having 
cut my critical teeth working on 
the late-liamented Railing Scroti 
[America's greatest games 
magazine, which unfortunately 
dosed in '82) and Stars And 
Bytes (which lasted a year 
longer) there ain't no sucker on 
this whole continent better 
qualified to telJ you what's hot 
and what's not. 

In what will become a regular 
feature, I'm going to keep you 
u p to dare wi th the cream of the 
new releases from all the giants: 
Electronic Arts, Lucas film, Sierra, 
the Realtime Inst rumen ration 
Corporation and rhr rest... 

So let's get on with the show, 
"cos Gruisin's cruisin'... 


STAR WARS 
Lucasfilm Games 
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;£ :. j < . mkm ■ 

LOOK OUT FOR SAND PEOPLE, SArrlac 
pit monsters, sand worms, Banthas 
and |awas while driving around the 
dusty desert surface of Tatoolne. 



CAN YOU FEEL THE FORCE? Lucasfilm Games' next release on the 
Nintendo Entertainment System is based around the '70s 
blockbuster whlr.li launched the careers of Harrison Ford. David 
Prowse {later to find real fame as the Green Cross man - the man 
who helps you Limeys across the road) and R2-D2. That's right* Sfar 
\f ,-~ . • * Wsas is back. 

This latesr twist In the 
Star Wars game saga 
allows you to navigate 
the Millennium Falcon 
through an asteroid field 
>5 J m . and fly your X-Wing 

-f vfy - ' ^ * .• fighter into battle against 
Jt$-+r* ^ M the Dearhstar, All the 

main characters from the 
film Luke Skywalker, 
Han Solo, Princess Lela, 
Obi-Wan Kenobi and C- 
5PO - are included, each 
with his or her own 
individual traits (part of 
the fun is finding out how 
to use these Individualities to your advantage). 

As in the film, the game opens in the Tatooine Desert with 
Luke, astride his (t) rusty landspeeder, searching for ObL-Wan 
Kenobi, who will give him a light sabre and teach him the ways of 
the Force. 

Luke then travels into the space port of Mos FJsley, where he fends 
off Imperial Stormtroopers and meets up with lusty space cowboy 
Han Solo, pilot of the Millennium Falcon, Soon r the two buddies find 
themselves on a mission to rescue Princess Lela from Darth Vader, 
before finally kicking ass on the Deathstar. Don't get 
too confident of your Impending success though, this 
version of Star Wars has several different endings. 

And the good 
news is that, for 
once, Nintendo's 
not going to keep 
ail oF the fun to 
Itself - rumour has 
it that this game 
wl It also make i i to 
all major keyboard 
formats. So, keep 
watching the 
skies. . 
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BEFORE PROGRAMMING 
let Fighter II, Bob Dlnnerman 
designed the Discs Of Tron 
coin -op for Bally and F/A-18 
Interceptor 
for LA. 
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Could this little beauty be the 51m City of 
1 991 ? From the maker of The flartfs Tate 
series and Battle Chess comes Castles, 
Interplay's comblnarion of a castle- bull ding 
and role-playing which gives you the chance 
to construct your own Camelot. 

Taking the role of a 13th century land baron, you design, build, manage and 
defend your dream castle. First you And a suitable, easily-defended site. Then 
you select the best places to put the walls, towers and gatehouses. How high 
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IS fZTTKHTER //THE MOST user friendly simulator of all time? Velocity thinks so, 
but you can judge for yourself some time In the future. 



JETFIGHTER II - Velocity 

HOLY COWf CAllfomUi's been invaded by South American terrorists who've used drug money to buy the 
latest weapons and Scud missiles - only the street gangs of Last LA, are offering any aimed resistance. 

What can the government do? They can't nuke their own cities! 

Cut to Commander Dusty Cray, a 'Top Gun' test-pilot whose task Is 
to wipe out the terrorists" SAM capacity for the next six months. 
Only ttien can the good guys send in their bombers to blow the 
drug-dealers away. 

As a member of the Air Elite, you'll have to stop hijackings, terrorist 
missile strikes and surgical bombing runs In over 1 00 diverse combat 
missions. These can be flown in any of four jet fighters; the F-18 
Hornet. F-16 Fafcon, 14 Tomcat and the aforementioned F-23 ATF. 
This stealthy baby is supplied with the latest weapons systems, radar- 
evading materials and aerodynamic design allowing speeds In excess 
of Math 3. 

JetFighter if: Advanced Tactics! Fighter is che latest creation of Bob 
Dinnerman. the talented programmer who previously designed the 
Discs Of Tron coln-op for Bally and the critically-acclaimed T/A- 18 
interceptor for Electronic Arts. "His ongoing desire to push back the 
boundaries of technology and pi ay ability brought the next generation 
in personal flight simulation - JetFighter II," remarks Velocity - who 
obviously like the guy! I mean, check this out... "It destroys (in. 1 
competition with advanced 3D simulation technology featuring the 
amazing new F-23 Advanced Tactical Fighter complete with 
breathtaking scenery and the most spectacular jet dogfight action 
you will ever experience." Far out! 

Billed as a containing some of the best 3D graphics ever seen, 
|ct Fighter II features 'real word' city scapes, accurate shadowing 
and light-source shading. You also get the chance to fly 
Incredible midnight dogfights. If your flying skills are lacking, 
you can get advice from the innovative ' hypertext' help system and there is also an Instant flying mode 
for beginners. 

JetFighter II is currently available on your side of the pond through US Gold, costing £39.90. it's PC- 
only at rhe moment, but while the original JetFighter never escaped from its MS-DOS gherro, there's 
avery good chance that this one will. We'll keep you posted. 
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should you build 
the battlements? What 
level of taxation should you 
squeeze out of the local peasants to pay for 
all of this expensive endeavour? It's all up to you. 

Castles w|]] be accompanied by a special musical score 
and will come complete with three increasing levels of 
difficulty. 

And if the mediaeval theme -catches your fancy (but 
you're more interested in some olden day cut and thrust 
than house building), you may be Interested to hear that 
Tengen's Ramparts coin-op is also due for conversion. 


Ir^jitfo the support of the Hottj Church, 
f fewrf the Du^cs of tfvc. three greevt 

houses* Wcvrftclrf. Wcsthcvmptou. cvwd 
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FEATURE 


ITS OVER TO SAN /VIATEO FOL KS, as Electronic 
Arts is bringing its feet firmly to the ground for Its 
xt release, an interpretation of a futuristic 
adlatorial fight. 

Cyber Fight (a working title only), places its 
combatants inside exo-skeletaE Fighting machines, 
arms them with sledge hammers, wire-glided 
bazookas and nuclear warheads and displays the 
resulcs in glorious 3D. 

There's more to this contest than beefy weapons 
though. You can also equip your exo-body with a 
variety of add-on cybernetic devices such as radar 
vision, invisibility Fields and buttle computers to 

give you an edge. 


ROBOT 1 
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FROM THE AUTHOR OF PQWERDROME comes Cyber Ftght, a sel-fi "sport filled 
with sledge hammers, exo-skeletal fighting machines and Couraud shading. 
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Combatants 
must also tackle 
physical forces In 
the arena 
including gravity, 
fr ir ii on. Inertia 
and elasticity. 

After each battle, the winner can scavenge the remains of the loser For extra hardware. 

To bring extra realism to the subject, programmer Michael Towel) has used 'advanced shading 
techniques' to create smooth metallic surfaces and particle models for smoke, rocket exhausts and 
explosions. 

To help you take care of your friends, FA has Included numerous two- player options, Including spilt 
screen and computer link-up modes. Happy bashing... 



DEATH OF THE 
GRAY GHOST 

ALTHOUGH fETTfGHTER //Is 
based on the YF-23 Advanced 
Tactical Fighter, in real life the US 
Air Force has opted for Its rival. 

Last month, the Pentagon 
awarded a 650-plane contract to 
Lockheed. Boeing and General 
Dynamics worth $95 billion In 
orders over the next 20 years. 

Lockheed's YF-22 Advanced 
Tactical Fighter, dubbed Llghrning 
2, is to replace the ageing F- 1 5 
long-range fighter. 

Hie ATT doubles rhe range of 
the F- 1 5 Eagle, is moie 
manoeuvrable and harder to 
detect by radar. This stealthy 
aircraft can even 'supercrulse" 
(char is. fly at Mach L5 without 
using afterburners) thus cutting 
Fuel consumption and IR- 
signature. 

Borh the YF-22 and YF-23 'Gray 
Ghost' (from Northrop and 
McDonnell Douglas) prototypes 
cost almost $1 billion each to 
make. A fly- off between the two 
planes started last August at the 
Edwards Air Force Base in 
California. Over 5.000 engineers* 
computer experts and technicians 
were involved in this spectacular 
- a dogfight with only financial 
casualties. 

Perhaps the Factor that tipped 
the deal in favour of the YF-22 
was that Lockheed flew 74 test 
sorties instead of Jusr 50 for 
Northrop' s plane. The ATT fighter 
could end up costing as much as 
$135 million apiece and should 
be in service: by the end of 1997. 


CHUCK YEAGER'S AIR COMBAT 
Electronic Arts 

ARE YOU A FRUSTRATED DESKTOP PILOT? Is that MiG-25 flying rings 
around you? Sounds like you could do with some help from Uncle Chucks 
the Mighty Yeager, bearer of the Right Stuff and the first man to fly faster 
rhan the speed of sound. 

In his latest collaboration with the guys from San Mateo, Electronic Arts, 
that aviatory legend Chuck Yeager assesses your flight technique and tells 
you how to get out of tricky combat situations - and all using speech 
digitised from the living legend himself! 

Chuck Yeager $ Air Combat has been brought to you by Bruce Iverson, the 
same guy who was responsible for LHX Attack Chopper, but It's also had 
major design input from his Chuckness, 

This collaboration gave Iverson a real buiX; " I admire anyone who has the 
guts to fly in a rival dogfight, " he confides. "The mure I 
read about it, the more amazing Ir seems that people 
actual ly do it. Yeager is especially admirable because he 
based a whole career on dangerous flying." 

You can choose from over 50 missions, including some 
of the most hair-raising aerial combat from World War II, 
Korea and Vietnam - the result is a series of fast and 
furious dogfights Involving up to 16 aircraft. 

Having chosen their kite, selected rhe tactical situation, 
fixed rhe skill of enemy pilots and then finally chosen the 
number and type oF enemy aircraft from 1 7 different 
models (whew!) , trainee fighler pilots can invoke a 
number of cheats to get them through their firsr dogfights. 
Invincibility, easy landings and a never-ending supply of 
ammunition are all available ro those who have got the 
Right Stuff - but don't want to use it |ust yet. 

Developing rhe game has involved Iverson In quite 
extensive research, "The first step is reading the historical 
sources and deciding what qualities of each plane should 
be Included/ Iverson explains. The FW- 190. for example, 
gives poor performance at high altitude. I have to make 
sure that my aerodynamics code simulates these factors... 
and I rewrite it until it does." 

Before he starred devising computer games, Iverson 
used to cook hamburgers for a fast food restaurant in 
Florida - but hey... that's irrelevanr! 

Back on the case, our man got most of the Ideas for 
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FOLLOWING ON from the cyberpunk detective adventure Rise 
Of The Dragon, the second product to spring from Dynamix' 
Game Development System is set way back In the roaring '30s 

In Heart of China, you can visit numerous exotic locations of 
the time, from the cafes of Paris to dirty Shanghai backstreets. 
Like countless games before It, your task Is to rescue a pretty 
young woman from a bunch of dastardly kidnappers, 

At least you're not tied to the keyboard though - you just look at the screen, place your cursor 
the fire button to see what happens. "With our "polnr-and- click" Interaction system, our goal was 




over anything that interests you. and press 
to eliminate the frustration factor from 
adventure gaming., so that nothing 
interferes with the experience of the 
game," confirms Jeff Tunnel I , Dynamlx' 
President. 

To keep even the most dedicated 
couch potato happy. Heart Of China 
Includes beautiful hand-painted 
backdrops and randomly generated 
animations, an indication of why there 
Is eight megabytes of game data In 
there 

Now that Dynamlx has combined 
full-colour paintings, live actors and 
digitising to achieve the stunning look 
of Heart of China, the 'interactive 
movie' seems Just that little Wt closer. 

EXPERIENCE THE ORIENT through the 
glorious digitised splendour &f Heart 

OtChtoiu 



ELECTRONIC ARTS' 
original Yeager game has 
now sold more than 
480,000 units, 


BRUCE IV [R SON (below 
left) with the one -and - 
only Chuck Y eager • the 
man who broke the 
sound barrier flying 
Glamorous Glenys' on 
October 1 4, 1 947. 


Chuck Yeager s Air Combat from technical journals. 1 started with 
Y eager' s autobiography. After that* E read lots of books trying to decide 
which were rhe most Interesdngair battles. I tried to select missions that 
would highlight particular combat tactics, strengths and weaknesses of 
various planes." 

The game Incorporates fast vector-based graphics technology combined 
with realistic special effects. Ken Hurley provided the digitised sound, 
bitmap scaling code (wowzal) and "dithered horizon' effect. Apart from the 
digitised 'Chuck-speech', the game features synthesised sound effects for 
<?un and explosion noises, which were put together by Dave Warhol and 
Mike Sar>ger 

One thing's for sure, Iverson says his next project won't involve any 3D 
calculations... but will it Involve hamburgers? 
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CHUCK Y£ ACER'S AIR COMBAT features over 2Q 
different external views. You can record your dogfights, 
save them to disk and replay the downing of enemy 
planes from any angle. 


FOOD 
FRENZY 

THERE'S MORE TO THE U.S. OF 
A. than games you know - this 
little country of ours Is also as 
good a place as any to chow 
down I Here's a rough guide to 
my favourite eatertes in my own 
home town... the Dig Apple. 

So you've just landed in JFK 
airport and you're looking for a 
filling meal that's a little bit 
different. How about a Japanese 
Steakhouse? In a Benihana 
restaurant you can experience 
the sights and smells of food 
being cooked on searing hibachi 
grills. 

If you like your ribs a little less 
spicy, go for Tony Roma's Rib 
House, Take-out and del i very 
services are available in this 
cheap and tasty chain of diners. 

And staying with Italy, what 
better place to eat Fetucclne 
Alfredo than In the world- 
famous Alfredo The Original of 
Rome? Here you 11 be offered 
delicious Italian pasta, veal and 
chicken dishes along with live 
jazz music. 

New York Is packed with 
Mexican bars and eating places, 
one of the best is Cinco De 
Mayo in the Soho district. For a 
real treat, try the chicken In 
pumpkin seed sauce or pork 
based in banana leaves. 

Check the local press for more 
details - and while you're as It, 
why not give me a cal I on Z 1 2 
555 9647? 
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HOPPER LIVE * COMPUTER SHOPPER 


Jrinyai 



Try it before you buy it! That's what the Computer Shopper Show is 
all about. It's the only exhibition that covers all you've ever wanted 
for your computer and more, so whether you're into consoles, 
Amigas, STs or PCs, don't miss it! 

As well as offering you the best deals around from major hardware 
and software suppliers, you can have a crazy time making your 
mind up what to buy. 


CHECK OUT 

the games arena 
experience and be the first 
to put the very latest 
software to the test. 


a strole down Console 
Alley and get the feel of 
the latest consoles on the 
games market. 


Don't wait for the Zero hour before 
checking Into the dames lm, book 
NOW ml save yourself some cash! 


GET SMART 

and take advantage of FREE 
technical and buying advice 

from Computer Shopper 
Magazine's team of experts 
and the 

CU 
Amiga 
clinic. 



Spring Computer Shopper Shaw 

28-31 May, Olympia 

Show opening times: 10am to 6pm each day 

The show is taking place at Olympia Exhibition 
Centre, Hammersmith Road, Kensington, London 
W14 and can be easily reached by TUBE: Olympia - 
District line, Circle line, Picadilly line and 
Metropolitan line, Or by BUS: No's 9, 10, 27, 29, 91 

BOOK NOW: Complete and return the following 
coupon to: Spring Computer Shopper Show, Earls 
Court and Olympia Ltd, Earls Court Exhibition 
Centre, 

Warwick Road, London SW15 9TA, 

Closing date for ticket applications 22 May 1992. 


Spring Computer Shopper Snow 
28-31 May, National Hall, Olympia 

Name 



Pre-pegistraiion form 


Address 


Postcode 


Please send me 


adult tickets @ £4.5Q and 


child tickets @£3.00 


□I end use a cheque made payable to Computer Shopper Show fur E. 
□ Please debit my ACCESS/VISA account 


No. I I I I 


j i i n i i i. 


i i i i 


Expiry date 


Signature 



Which of the following are you interested in at the show? 

□ Amiga □ ST □ Pri nters/Othe r Peri p hera Is 

□ PC □ Games Software □ Other Software 
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Flames of Freedom, the new blockbuster 
from the creators of Midwinter, offers you 
total freedom. Freedom of choice, Freedom 
of action, Freedom of movement. 


Dogfight with opponents over 
villages for command of the skies, 
or attack ground targets which 
serve the enemy's cause. 



Night time sequences afford 
excellent cover for secret movement 
and actions, illuminated by the glare 
of your jeep's headlights. 




The playing area of three million 
cubic miles is not restricted solely to 
areas above ground. You have full 
freedom of movement underwater, 
and three types of 'submarine' in 
which to achieve it. 


Screen shots shown are taken from thG Atari 
ST versions, Actual sceens may vary by 
format 



Seek out and destroy enemy 
shipping units, condemning them to 
a watery grave on the sea bed, from 
where the ocean's surface is clearly 
visible above. 


TOTAL FREEDOM- FROM RAI 
(1 ,000 miles long X 1 ,000 miles wide X 15,000 feet high.) + ( 4,000 characters X 22 modes 



A three dimensional environment packed 
with action, adventure and strategy. 

Entering it is easy. breaking free is 

what's hard ! 




A million square miles of accurately 
mapped 3-D terrain, generated by 
fractal techniques, and fully light 
sourced throughout, provides a 
playing arena far superior to even 
its predecessor, Midwinter I. 


The sea surface is generated by 
constantly moving fractal points, 
causing you to bob up and down as 
you swim or sail across it. 


IN3IRD MASTERS OF STRATEGY 



Fly the skies above the forty-one 
islands by helicopter, zeppelin, 
parachute, rocket pack, or, as seen 

here, biplane and balloon, all 
offering superb views of the land 
and of the other aircraft. 



The enemy have a vast array for 
firepower aimed at you, on land, in 
the air, and across the sea, and 
react quickly and intelligently to 
your actions. 


Flames of Freedom will be available 
shortly for your Commodore Amiga, 
Atari ST and IBM PC compatibles. 



es d transprt X 1 ,000s of buildings) = 3,000,000 cubic miles of Action, Adventure and Strategy. 


SPECIAL 


We know them only as the coolest coders in town, the ace assemblers, the bigwigs of 
binary... but where did they come from? What force has made those Bitmap boys the 
dynamic demons of design that they are today? In an exclusive interview, The One 
magazine can blow away the cobwebs from the Bitmaps' murky past as Brian Nesbitt goes 

One On One with... 

Mr. and Mrs. Bitmap 


WAY BACK IN THE MISTS OF TIME, in the 
secluded village of Wyrepiddle, a 
miracle happened. Mrs. Anna Bitmap 
(nee Log) gave birth to quadruplets: three 
bouncing baby boys and one girl. Both she and her 
husband. Bobby, must have had little idea that 
their sons, Eric, Michael and Steven were destined 
to become superstars. 

The three boys (and their sister, Belinda) led a 
quiet but hard life in the village, attending the 
local school and later studying at the grammar 
school in the nearby town of Chipping on the 
Wold, It was- there, perhaps, that the seeds of their 
stardom were planted. 

Sadly at this time their sister Belinda (who many 
would argue was the boys' original inspiration, 
and could have gone on to be an even more 
famous developer than her incredibly famous 
brothers), perhaps feeling overshadowed by her 
brothers' success, was driven to despair and ran 
away from home to join the circus. Although she's 
thought to be alive and well, she was last seen 
performing as an anchor woman for a Soviet 
acrobatics team in 1976. 

The other sadness In the boys' 
early life wan that they saw little 
of their father. He had to rise at five every 
morn iri" n> bei^in ike lonv journey to the 
Cornish tin mine where he worked, and he 
would never return until long after the 
boys' bedtime. 
However, after much investigation, we 
managed to traek down Mr. 
. and Mrs. Bitmap, now 
living in comfortable early 
retirement in a cottage 
on the Isle of lewis in 
the Outer Hebrides, and 
asked them about the 
Bitmap Brothers' 
formative years. 
BRIAN NESBITT: Did 
j, you have the 
I remotest idea on that 
fateful day that your 
'<■ sons would grow up 
to become famous? 

MRS. BITMAP: Ooh 
no dear, of course 
they were very spec ial 
to me Michael with 
his <utEi little chubby 
chops. Erie with his 
ittle plastic sunglasses, 
f and... erm, the other 
|. one with the bins hair 
r . - but 1 had no idea they 
were spirit to become 
special c hildren for so 
many other people too 
MR BITMAP: We're very 



Anna Bitmap con 
a young Belinda. 



vm:: 

Eric 


A YOUNG ERIC EXPERIMENTS with one of his first, unsuccessful, attempts at flight simulation - it wasn't all 
wasted effort though, this cTaft became the prototype for the ship in Xenon tl. 


proud of them... 

BRIAN NESBITT. Weren't you at all surprised that 
for quadruplets none of your children remotely 
resembled each other in the slightest? 

MRS. BITMAP: Ooh yes dear, even the midwife 
said to me: "Well I never Mrs. Bitmap, to look at 
your boys you'd think they weren't really brothers 
at all.' So I had a good look myself, 'Ooh yes,' I 
says,, 'who'd ever believe they all came from my 
womb.' (Pardon my French.) Didn't I dear? 

MR. BITMAP: Mmmph! What?... Oh yes... we're 
very, l*fy proud of them though... 

BRIAN NESBITT: Do you find it alarming, that the 
boys are still playing games now that they're all 
grown up? 

MRS, BITMAP: Ooh no dear! Well I mean r take my 
neighbour, Mrs Molyneu* her little boy still plays 
with Lego. And those lads from down the road. 
Mark and Dominic, they're a lot older than my 
boys and they still get up to all sorts of pranks. 

BRIAN NESBITT: Did any of the boys keep pets? 

MRS. BITMAP: Ooh no, I wouldn't allow animals 
in the house, Not after what happened to poor 
Mrs. Minter. Her son kept bringing home all sorts 
of nasty smelly creatures. Well I mean, have you 
ever seen the mess a dromedary makes on the 
carpet. Filthy beasts. 


MR. BITMAP; Of course we 
relented eventually and 
bought a Commodore Pet for 
each of them 
. BRIAN NESBITT: So 
.was that when their 
: interest in 
programming began? 

MR. BITMAP: Erm... 
not exactly — Eric 
made a mobile for 
his bedroom from 
his, and Steven 


MR BITMAP 
1 1 LA IIS 

EVERYTHING that 
happens about 
him. all thanks to 
Steve's 
remarkable 
hearing aid 
invention. 
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A NO MILK OF 
Erie's flights 
of f ancy" 
heads for 
ground. 



And Michael both cut theirs up to 
make into accessories for their action 
men. We're very proud of them though. 

BRIAN NESBITT: Was It a difficult time 
for you when the boys became Interested in t'ie 
"birds and the bees'? 

MR BITMAP: Erm... no, not really, they are all 
nature lovers, and ihey all joiner! Mil* Young 
Ornithologists Club. So, no r that wasn't a 
problem we didn't have to tell them anything at 
all... and we're very proud of them for that. 

J3RIAN NF.5BITT; Ah.,, well... what about girls 
then* 

MRS. BITMAP: Ooh no, my boys didn't have 
anything to do with girls, Filthy beasts. No r no, I 
wouldn't let them go with girls at their tender age. 
Well 1 mean, have you. ever seen the mess a 
dromedary makes on the carpet? 

MR. BITMAP: They have been 
seeing that nice girl recently 
though You know, the 
singer... Betty 

something or other 
\ji The one with the 
nice... 

MRS. BITMAP: 
Yes, dear, Be 
quiet now. J 
don't think these 
nice gentlemen 
want to know 
about that. 
BRIAN NESBITT: 
Was there anybody 
v, ho influenced the 
hoys in their childhood 7 
MRS. BITMAP: Ooh yes r 
their Uncle Tom was a great 
Influence. He was certain that the boys were 
destined for great things. 1 remember him saying: 
One day lads, you'll be Gods. I've seen how 
resourceful you all are. You've i?»t magic pockets, 
and great things are ^oinsj to spring from tliem by 
eck.' They were ever so fond of their Uncle Tom. 
He was a bit of a renegade though. 

BRIAN NESBITT: So you think it was Uncle Tom 
that influenced the boys and led them on the road 
to stardom? 
MRS. BITMAP: Gob... well, perhaps not r no. 
BRIAN NESBITT: Do you ever see your boys 
anymore? 

MRS. BITMAP: Well... sort of. Around Christmas 
time, we usually get a DPaint disk with a picture of 
the three of them on It. sprawled over some hearh 
or another... 

MR. BITMAP: Usually that Berry whatsit... 

MRS. BITMAP; No, beach... BEACH. Where's your 
hearing aid gone? 

(At this paint Mrs. Bitmap fumbfes around inside 
Mr. Bitmap's, shirt and pulls out a strange looking 
device with fois of buttons) 

BRIAN NESBITT: That's a very unusual hearing 
aid... 

MRS. BITMAP: Ooh well that's because Steve built 
it you see. It was an anting sight, he took a few 
odds and ends from his little tool kit. pushed his 
glasses further up his nose and disappeared into 
his room Tor about an hour. When he came Out he 
was holding this. 

BRIAN NFSR1TT So how does this hearing aid 
work.' 

MRS. BITMAP: Ooh now this is very interesting. 

This button turns it on and off and this button 

controls the volume. 
BRIAN NESBITT: What about that one^ 
MRS. BITMAP: Ooh the Nashwan button, that's 

mv favourite Press that and for the mnxt ro 



seconds 
you can 
hear 
everything 
within 10 miles. It's 
great for keeping up with 
all the gossip around here. J 
mean, did you know that Mrs. Pelling at No. has 
just had a pool put in? 

BHIAIV .NLSBI IT: Uh.. no. Anyway, do you ever ^ei 
down to 1 ondon to pay the boys a visit? 

MRS. BITMAP: Well, we went down there 
recently... 
MR. BITMAP- Never again! 
BRIAN NESBITT: You sound rather negative about 
the whole affair. What happened? 

MRS. BITMAP; Well it was like this. When the 
boys won that award for Speedbufl z... 
MR. BITMAP: That made us proud... 
MRS. BITMAP: ...they kindly invited us to go 
down to the ceremony. Well, we've never been 
Insulted so much in all our lives, never Have we 
dear? 

MR. BITMAP; Well there was that time at the 
Vicar's house... 

MRS. BITMAP Never! We looked at 
the programme 
and there 



some 

presentation 
to a Virgin! Well 
I mean, It's not the 
rhiile. iJciem respectable people want 
to know ahout is it, so we left 
immediately? In the old days the 
boys used to come up and see as. 
That was great. Father would get his 
Bontempi out and we'd all gather 
round and hum along to classic 
wrm - sou rich racks. 

HKIAN NESBITT: Oh... let's get back to 
the boys and their earlier days. We heard that the 
origins of one of their games rame Irow around 
here. Do you remember what happened? 

MRS. BITMAP: Oooh yes. I'll never forget that 
day... 

MR. BITMAP: Neither will the local football 


ream 

MRS. BITMAP: You see one of little 
Steve's earlier inventions was a small 
portable satellite telly receiver. One day he was 
watching some American sport or another when 
all of a sudden the three of them went into his 
little room. There was a lot of banging, and 
eventually the boys came out with bits, of steel 
attached all over their bodily functions. 

MR. BITMAP: They had spikes coming out of 
every. . . . 

MRS. BITMAP: They picked up a rugby ball, went 
out or the door with Eric mumbling about an 
experiment or something and went down to the 
local football club r the Chipping Wanderers. As 
they walked in, the team's- trainer started giving 
them strange looks. 

MR BITMAP: Was he ever cleared of those 
charges? 

MRS. BITMAP; Do be quiet. Anyway, without 
warning, the boys charged into the team on the 
field. There was blood flying everywhere... 

MR. BITMAP: it was a marvellous Sight, all them 
larls enjoying themselves... we were very proud of 
them... 

MRS. BITMAP: The boys eventually walked away 
from the field shouting 'success' and so on. They 
went home that night and worked on their 
computers all night long. 

BRIAN NESBITT: And SpeedbBwat 
the result? 

MRS. BITMAP: Good heavens no. That 
came about from watching Millwall on 
the telly. This game was called Blood 
And Death On A Footbaif Field or 
something. It never got released, 
funnily enough. 
MR. BITMAP: They re still trying to 
get the stains out of that pitch. 

BRIAN NESBITT: Have you any 
message you'd like to send to your 
sons' 1 

MRS. BITMAP: Ooh yes.... 
'm stuck on level three in 
Cadaver and I was 
woilderirlij if they could 
^ help me out wlih a few 
clues... 

MR. BITMAP; And 
we're... urmph... 
very, very proud 
of you all. 


IT'S A LITTLE 
KNOWN FACT 

that, in his 
early days, Mr 
Bitmap was 
also a bit of a 
dabbler with 
technology. 
Here he tries 
his prototype 

slimming' 
cabinet out on 
Mike. 
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lo remember, It is a great fli 
experts alike. 


i Four I e vets of 

difficulty will help 
you to learn quickly 

Iftj ■ and optional 

autopilot landings 
will allow you to 
concentrate on 
a rbgrne action. The 
controls are simple, 
1 effective, and easy 

sim for beginners and 


Fly m ssions in any 

of six real world 
arenas from the 
Persian Gulf to 
V^i^^^H Vietnam. Central 
1 V ►^■^^^■■■fl E u rope to It" 0 
" Middle East and 

— ^1 the North Cape to 

— ' j|wiij!ui-^^S North Africa, giving 
' you a total flying 
area of nearly half a million square miles. 
Each area contains hundreds of missions and each mission 
will differ depending on your chosen tactics, even if you fly it 
twice! 

=: n An amazing ten 

I viewpoints give you 
■•■"•■^ta|P< - - ....... I the opportunity to 

u^jk^S^: view the fast flowing 

3-D environment 
from virtually 
anywhere around 
your plane - and a 
unique "Director" 
' - option can be used 

to automatically change the view for you, so that you're 
always looking right at the centre of the action. 


The newest smart 
weaponry and laser- 
guided armaments 
are primed to- 
launch - it's your job 
to make sure that 
you're in the right 
place at the right 
time, and avoiding 
the constant enemy 


Li 




attack being thrown at you . 


Enemy pilots and 
mi$$ile crews act 
and react 
intelligently and 
quickly Success 
depends on making 
the right moves - 
and making them 
fast. F1 5 Strike 
Eagle II puts you in 


the hottest seat of them all - Take a look for yourself. 


F15 Strike Eagle II follows F19 and Gunship into the front line. The latest and g 


a 


AIR SUPERIORITY 



The F15 Strike Eagle is the latest in a 
long line of F15 Eagles, whose 
development began in the mid '60s, 
Originally conceived as an ultra- 
powerful, ultra-fast air-superiority fighter, 
the design has developed into an air- 
superiority fighter with ground-attack 
capabilities. 

The F15 Strike Eagle is one of the 
fastest, most manoeuvrable, and most 
powerful military aircraft in the world, It 
has the capacity to carry the latest air- 
to-air and air-to-ground armament in 
addition to its 20mm cannon. 

The latest version of the Strike Eagle is 
equipped with a sophisticated zoom 
FLIFt/TV/Laser target tracking system 
that allows the pilot to see close up 
views (either TV or thermal) of the target 
at all times. 


<• ■ 












PROSE 


atest from MicroProse will soon be available for Commodore Amiga and Atari SI 


WORK IN 
PROGRESS 


PROJECT 

3D Golf (Working Title) 

PUBLISHER 

MicroProse 

AUTHOR 

The Thought Train: 
Lee Hodgson 
(Presentation.. Al) 
Mark Da vies 
(3D Graphics) 

INITIATED 

May 1990 


RELEASE 

Summer 1 991 


"We're trying 
to simulate 

the essential 

things such as 
reading the 
golf course 

correctly and 
positioning 

the ball, 
rather than 
the way you 

grip the club*" 

Tim Roberts, 
Project Manager 


Gordon Houghton may have a lair way to go before he can join the* 
golfing elite, but for now he can make do with placing his tee on the 
latest three-dimensional course 



THREE INTO F 


YOU MAY NOT HAVE 
Faldo's swing,, erm... 
Faldo's temperament and,, 
let's see, the strength of r urn... 
Faldo! But none of these is really 
necessary if you're to become me 
oil- roc na golfer - at least that's 
me claim made by the people 
who are putting (geddit?) 3D 
Golf together. Doesn't all this 
sound alittle familiar though? 

Tim Roberts, 3D Golf's project 
manager, doesn't think so ■ he 
reckons that MicroProse hos a 
novel approach to simulating the 


pursuit of gentlemen: "What's 
unique oboui this game is mat 
you experience a real 
landscape. What you get in 
virtually every other game are 
sprites and solid green going off 
into the distance. The 'true' 3D 
system in 3D Golf means that 
you get a feel tar ihe contours of 
the land " 

Using polygons and vectors to 
construct o course may be 
nev/jish - after all, Gremlin's 
Greg Norman's, Ultimate Golf 
and Access' imminent Links both 


use the same perspective], but 
more traditional methods 
arguably have one advantage: 
they look more natural . 
Nonetheless, what this one loses 
in graphical terms it gains in 
flexibility and realism: you can 
actually see the roisecf greens 
ahead of you and watch the ball 
bounce off a mound or roll 
convincingly down a slope. 

Probably the most striking 
feature of this system is its 
camera view, whicn allows you 
to track the ball in flight - just like 



NO GOLF GAME WOULD BE COMF1 ETE without the option to practice your 
driving and putting, 3D &aifi driving range not only allow* you to sprny 
the hall everywhere, but also gives you something to dint fit - In thil 
tasa a couple oi holet. ftttltng the hall to land happily on the raised 
groom if particularly difficult: a high shot has to be spat an, while a low 
stroke needs exactly the right amount of pate. 


BEFORE EVERY STROKE you'll be able to examine a scaled-down landscape 
map of the hole. This gives an Isametrit view which can he rotated and 
viewed tram four different vantage point*, allowing you to carefully 
plan your shots. The fad art showi the ball's current direction, but you 
tan change the aim simply by clicking the mouse button on the spat 
where you want it lo land- 
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on the telly! The 
fi li-ihed product 
should extend this 
concept even 
Further; "We're hoping to have 
selectable camera usage during 
the game," Roberts explains. "At 
rhe moment you con replay and 
save shots From a standard 
viewpoint, but we're trying to 
create a customised system 
which allows you to position 
cameras along the course and 
view your s-hol again and again 
From □ variety of angles This 


shouldn't be impossible, as 
cameras come fairly cheap once 
you've built your 3D world. " 

The gome will be released on 
the MicroStyle label and, as with 
its stoblemates such as RVF 
Honda, Slunt Car Racer and Air 
Duel, it's intended to combine 
'fun' arcade action with the 
accuracy of simulation. Roberts 
elaborates: "We're trying to 
approach it from [wo sides: 


DESPITE THE EMPHASIS on 
accessibility, there- are plenty of 
parameter for simulation fans to 
fiddle about with, Including the 
position of your feet and the 
height of tbe A mart standard 
option It choice of clubs: there's n 
default selection for euch shot, hut 
at any time you wn take your pick 
from five woods, a In* Irons, a 
pitching wedge, a sand wedge, 
and a puller. As you ton see, Lee's 
skills have yet to he applied lo the 
presentation screens. 

simulation and gomeplay. From 
the simulation point of view it has 
to look end feel as though you'' re 
actually on 0 golf course. For 
instance, when the camera 
follows the ball you can see the 
landscape beneath you and 
understand how the course is 
made up. 

"From a gomeplay point of 
view, you obviously can't 
simulate loo much, because there 


PLAYING A SHOT could n'1 he 
simpler: one mouse-click sets the 
strength, while a second 
determines the height. The latter 
feature Is unique to 3D Golf and 
allows you to apply top or 
hackspiai so, whether yon need 10 
hit the hall low out ol the trees or 
yaw want it to land right next lo 
the pin, height adjustment is the 
key- The strength bars shown her* 
□ re only functional: the finished 
version will be semi-circular 


DESIGNER OF 
COURSE 

THE GAME IS BEING DEVELOPED 
using De vPcc, but the 
programmers have, also created 
their own course editor This is 
described as "arc unwieldy 
creature", but if things go well, it 
could prove to be the next release 
after 3D Golf. Tim Roberts 
explains: 'It's quite complex at tfiE 
moment, and we'd have.' to rework 
the front end completely, but if we 
refined it, we could release it later 
an and allow peopEe to create 
their awn courses, It would be 
quite o substantial product in its 
own right." If this plan comes la 
pass, it's, likely that a further six 
course designs will be included. 
After that, data di sks are a 
passibility r "but we'll have to wait 
and see." Each course does use 
the maximum amount of colours 
passible, but as Roberts paint; aut r 
"given the landscape we Ye 
looking art, a fair number of them 
are shades of green.'" Meanwhile 
the 3D scrolling speed is well up la 
scratch, mainly because the 
program cuts out peripheral 
details when the camera rails into 
actions it's currently running at fi-7 
frames per second. 


are so many things you can do 
wrong in a real game of golf - it 
all depends on your position and 
stance, We're Irving to simulate 
the essential things such 


as 



AH OTHER UNIQUE FEATURE is the television style 'camera tracking' 
system, which initially follow l the ball in flight, then switches to an 
Imaginary fan's viewpoint at the side of the fairway to trot* your shot 
along the final lew yards, The frame rate is maintained by simplifying 
the graphical detail ■ onto the scrolling slops, full detail is reinstated. 
It's a technique already used in some 3D flight games, and it succeeds 
because you end up watching the hall rather than the background. 


ONCE YOU'RE READY TO TEE OFF, you're given the standard view of the 
course from behind the golfer. At the moment he's just a silhouette 
designed to test the number of animation frames required - in the 
finished game this will be replaced by a full-tolaur re-taut hed sprite. You 
can make any last-minute fine-tuning to your aim here, and because the 
3D 1 is vector-based this doesn't involve lengthy screen redrawing - now 
f Ja erf should he a bonus! 
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reading ihc golf course correctly 
and positioning the ball, rather 
than llie way you grip the club. 
Even so, thane art plenty of those 
kind of parameter* thrown in r 
such as the ability to position 
your feet and, of course, club 
selection," 

Naturally, you'll also be able to 
apply spin: this will largely 
depend on the position of your 
feet and selecting the right dub, 
but the height of the shot is also 
i important: "I haven't seen many 
other games where yau con 
actually control the end result - 
the program usually does it 
automatically far you according 
to the club you select and how 
hard you hit the ball. In real life 
you can control these factors to 
some extent by judging the height 
and looking at where me ball is 
going to land. If you watch golf 
on TV, you quire often see 
players aiming for high ground 
behind a pin and letting the ball 
roll back towards the hoTe," 

Up to four people can play at 
once or, alternatively, there's a 
choice of 10 Vonkea computer 
opponents - each with his or her 
own playing style and 
performance characteristics. 
There will also be a variety of 
different game types: 'fountain, 
'singles', 'threesomes' and 
'beslfealls' should all be included, 
if you still want more, then the 
four difficulty levels should keep 
you smiling (as they make you 
anything from the kind of novice 
who hooks everything, to the 
proFessionol who gauges the 
wind wrth an outstretched finger, 
selects the right clubs and finishes 
with a rouncfof 61 every timel 

The finished program will 
include six courses, two of which 
will be imaginary, but four will 
be based on existing courses in 
Britain and Europe (which goes 
against the usual trend of setting 
golf games on the other side ol 
the Atlantic}. Roberts explains 
whyr "I think every golf game 


¥0flft HANDICAP IS UPDATED 
after each round ■ with the 
results then accessible on your 
personal statistics screen. The 
bar i hart allows you la to* 
instantly which kale on ea<h 
course is your worst, so that 
you can practice it to 
aeHectian. Tim Roberts 
a In borates: "Tour ultimate aim 
is to achieve Professional 
s tot lis and defeat all of lh# 
ranking computer opponents * 
til ttr that, the only limit is 
BOW far below par yau can get. 
The whole thing' i a learning 
process ■ people should always 
be able to come bath to it and 
still have things to do** 
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AFfEft EACH HOLE, n 
comprehensive score turd 
reveals the stale of slay and 
details your achievements, not 
only in isolation, but also in 
comparison to all of the Other 
players currently competing. 
Tour computer opposition is 
rough Ey divided into two 
distinct groups: they're either 
run-of-the-mill players or 
members ol the elite ■ the Top 
1(1. No Famous names have 
been licensed to fill lies* 
categories so far - and none are 
likely to be eitherl 


beFore he started this project, 
both Hodg son and Davies are 
keen golfers. 

This is their first major project,, 
as Roberts explains: "They're 
fairly fresh out of college - they've 
done little bits here one there., but 
nothing substantial/ The duo's 
future plans lie squarely in the 
games domain, but they want 
their next project to be a little less 
serious. This time next year we 
could be keeping our eyes peeled 
for the last worain shoot 'em ups 
from The Thought Train... 


that's ever been released has got 
Tarrey Pines on il - we thought 
we'd do some or the European 
ones for a charge." However, 
because data disks could be in 
the pipeline (see box), there is 
nothing to prevent MicroProse 
releasing an American tour at o 
later date. For now, Tim has 
written to several clubs 
throughout the country for 
permission to use their designs, 
but no firm promises have been 
made as yet. 

The programmers behind this 
epic journey to the 19th hole are 
Lee Hodgson and Mark Dqvies, 
collectively known as The Thought 
Train. Lee is responsible For all 
the front end graphics and is 
currently tackling the artificial 
intelligence for the computer 
opponents, Mark's Field of 
expertise, on the olher hand, h 
the 3D graphics routines. 
Although Roberts admits to never 
having picked up a golf club 




AT THE MOMENT, holes are loaded in two al a lime, cutting down on 
Loading time and making disk-swapping negligible. The final disk count 
ihould be three: oae for the program, one for the courses, and 
{probably) a supplied data disk* This data disk will be capable of storing 
1 2 player profiles (in effect, a doien courses per player), 13 games in 
profreil and 13 shots - SO, at last, you can prove thai you really did get 
that hole in one. If you want Additional storage space, the program has 
□ facility for treating data disks of your owm 




ONCE YOU'VE MADE IT TO THE GREEN, an unusual strength meter allows 
you la gavge the power of ih* shot. Straight putts on a Ital surface only 
require the bar to be half -filled, so a dowahill pull needs the lightest of 
louche* and an uphill one needs that exlra 'oomph'* 


THE COURSES WILL VARY in 
difficulty; so hie will have clumps 
ol old oak trees and dog-logs, 
while others will feature lakes 
and other ha iards ■ the easiest 
will fust be wide open fairways 
with a couple of bunkers. "The 
aim is to avoid having six similar 
designs, because people will just 
go hack to their favourite one 
lime and again* This way you'll be 
able to start off with the easy 
courses, and work up to the near- 
impossible ones*" 1 



AN ACCURATE WIND FACTOR is 
esscatial to the realism of a gall 
simulation - just look at those 
trees quiver* 111 right - you've 
guessed 11 - they're not moving al 
all! lut they will: the code is 
already lurking in the program, 
but no icon has yet been designed 
to indicate strength and direction. 
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No PC Graphics Here. 

As everybody knows, many Amiga games aren't really Amiga games at oil. They're PC 
games in disguise. But now Accolade introduces three awesome games that definitely are 
"Made in Amiga." That means enhanced 32-color Amiga graphics. Great Amiga sounds. 
Hot Amiga music, And dazzling Amiga animation. If you're looking for 100% pure Amiga 
adventure, Accolade has three graphic examples. 


1 Les Mantey is a bit 
of a nerd'' 
-What Personal Computer 



The look and feel of □ Graphic Adventure As the skinny but heroic Les Manley . your task One minute you're watching TV, the next 

with the depth of an FRP. Totally icon driven. Is to find trie greatest, most elusive enter- you're sucked into a parallel universe of 

Over 100 hours of frighteningly realistic tainer of all time, win a million dollars -■ and gorgeous artwork and clever animation, 

gameptay . Help Elvi ra solve the terrible secret the affection of your boss' s secretary who Your quest? Save this remarkable wortd 

of her 800-location castle. doesn't know you exist. from destruction. 


To order write or call: 
Accolade Europe Ltd. 
50 Lombard Road 
London SWT 1 3SU 
(071)738-1391 
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TH-TH-TH-TH AT S ALL FOLKS 

Weil, for most of js. Next month's issue of 
The One is going to be somewhat different. 
For a startj none of us will be here, We're all 
heading off to meet fresh challenges head 
on. to be replaced by the lads from our 
ex-si rter magazine ACE. Don't worry though, 
you're in good hands as one of these is none 
other than the irrepressible Gary Whitta. Yep p 
Whitta's back home where he started and 
together with the others (Jim Douglas, David 
Upchurch and Jim Willis) Is bound to bring 
you the brightest, liveliest, most informative 
read for Amiga games, every month, without 
fail. 

Before the rest of us depart though, we 
would like to thank everyone who's helped 
us put The One into your hands each mo nth , 
Whatever part you pJayed, no matter how 
small, your efforts were greatly appreciated 
and, we hope, well rewarded, 

Almost time to hand over to the new boys 
in town so with a lump in our throats and a 
tear En our eyes r we wish everyone all the 
best and... Goodbyeee! ! ! 
Paul, Jools, Heather and Gordon 



MicroPros? 
announces two 


flight sims r 
A.T.A.C. and 
B17 Flying Fortress. Paul 
Presley takes a look at 
what's to come from 
the masters of flight. 


6 THE 
SNEAK 
PREVIEW 
DISK 

Umbrellas at the ready 
chaps. Parasol Stars is 
about to come 
storming onto your 
screens. That's joined 
by Space Crusade and a 
couple of Golfing 
Greats and Trickshot 
Trials. 

8 NEWS 

As the industry rumour 
mill goes, into 
overdrive, our band of 
spies, informants and 


bloodhounds keep 
their noses to the 
ground,, their ears 
peeled and their eyes 
on the grindstone 
(ouch!). 

18 BI€S NEWS 

Things they are 
a-changing! Read here 
to find out what, 

21 PROFILES 

System 3's top-bod, 
Adrian Cale, reveals all 
his sins and secrets to 
our ever-alert tape 
recorders. Mike 
Singleton does the 
same, only different. 


24 LETTERS 

Subjects on offer in 
this month's debating 
forum are: Box quality, 
game quality, 
magazine quality and 
the death (sort of) of 
the Sarge. 

26 WORK IN 
PROGRESS 

Graftg old's Fire And 
ice heats us up r cools 
us down and generally 
impresses all round, 
while Gar an Brennan 
dons his football kit 
and drops in on 
Sensible Software for a 
behind the scenes look 
at Sensible Soccer, the 
madcap answer to Kick 
Off. 
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Do games really need beefy heroes with access to more military 
hardware than Stormin' Norman? Laurence Scotford thinks not, 
he investigates Storm's latest coin -op conversion... 


as 


PROJECT 

Rod- Land 

PUBLISHER 

Storm 

AUTHORS 

Random Access: 
Ronald Pieket Weeserik 
(Programming) 
John Croudy 
(Additional 
Programming) 
Ned Langman 
(Graphic*) 

INITIATED 

March 1991 

RELEASE 

September 1991 


SISTERS ARE DOI 


"We are 
writing the 

16-Bit 
versions the 
way the 
arcade 
version 
should have 
been 
written/' 

Ronald Pieket Weeserik, 
programmer 


T'5 A REVOLUTION! Well, 
l-hat is, if o revolution can be 
□II fluffy, cute and nice, then 
this probably qualifies. 

What we are dealing with here 
is an arcade game which 
features- female characters that 
aren't dad in sludded leather 
bikinis and brandishing phallic 
swords. Instead, Roa-Lartd' s 
heroines are cule little fairies clad 
in pretty (and modest) dresses 
and armed with wands (okay, so 
the wands are a bit suspect, but 
you can't have everything}. 

The fairies in question, Tarn and 
Rit, ore a sort of Female 
equivalent af Bubble Bobbie's 
heroes, Bub and Bab (who, af 
course, later made a 
reappearance in Rainbow 
islands). The story which jollies 
Jaleco's coin-op along is that 
Tarn and Rit's mum has been 
kidnapped and lacked up at the 
top of the Mob-oof 1 s tower. 
Understandably, neither of the 
girls is happy with this situation, 
5.0 they pack up their troubles 
and set on to ihe rescue. 

To help them in their quest, ihe 
village elders have given the girls 
the Rods of Sheesanamo: special 
wands designed specifically for 
monster-bashing. What's more, 
daddy has made each of them a 
present oF a pair of Rainbow 
Shoes ■ handy items if a quick 
getaway is called for. 

This more-or-less standard 
scenario sets the scene for a 
colourful platform romp where 
our two long-haired heroines are 
beset by a variety af creatures 
from the land of cute. These 
range from bunnies with 
hams to the bizarre 
Polymorf monster 
(nicknamed The 
Sleeping Bag 
Monster by 
project 
manager Dan 
Marchant, because 
I resembles that very 


It i 



TO BEGIN AT IHE BEGINNING... 

here's, the cain-op. Tes, ysi, we 
know the sprite* Irak exlrn- 
speoally cute and the bunnies 
don't look Hi alt deadly, but juit 
wait until you gel within 
snapping distance' Notice the 
bulla cms, one af two very useful 
foirtii ol tram port (the other 
being the Teleport doors J, 


fvaaniai 

HERE IT 15 AGAIN, nicety 
demonstrating how the 
weapons con put n holt to any 
monkey business. These 
destructive bolts aire produced 
by setting of the dynamite. 


item - with teeth]. All in all, this 
promises to be one of the most 
delightful and playable coin-op 
conversions of 1 99 1 . 

The conversion is being 
handled by Random Access, one 
of the most competent teams in 
the business, with titles such as 
Silkworm and The Ninja 
Warriors already under its 
collective belt. And according to 
Dulch programmer Ronald Pieket 
Weeserik, this conversion has 
been plain sailing compared to 
those previous games. "It's nice 
to do o game that the computer is 
capable oF emulating/' he 
comments. "Everything in the 
coin-Op can be included and the 
finished game will run at the 
correct frame rate." 
PLATFORM PROBLEMS 
In fact. Random Access is not 
merely reproducing a near- 
perfect conversion of Jaleca's 
machine, it's actually hoping to 
improve on it. "if you play the 
coin-op you'll notice lots of 
bugs;" Weeserik points out, "such 
as enemies getting stuck at the 
top of ladders, the ability to slam 
enemies down on thin air, and 
not being able to zap things from 
ladders! These have all been 
corrected. We are writing the ld- 
bit versions the way the arcade 
version should have been 
written." 

The slamming -down-onto-th in- 
air bug occurs when either Tarn 
or Rit catches a monsler at the 
end of a platForm. It's then 
possible to swing the monster 
over the edge of the platform and 
slam it down onto thin air - try 
this in Storm's version and the 
monster will simply go hurtling 
down to the next plalform and 
land with a thump. 



yoj can 

anginal - and lb wtaJa ihinaj is just CIS 
liikenincjly cute. Mole hew Tom ami Rit turn 
into little 'fairies when they lie, 


As welt as the corrected bugs., 
eagle-eyed players will notiice 
the inclusion of same additional 
screens - so even if you can play 
tlv nugh 1o the end of ihe coin-op 
you should find ihis version 
more of a challenge, 


MORE THAN MEETS THE EYE 

SOMETHING THAT YOU WON'T FIND in the coin-op 
are hidden features and bonuses - because, unlike 
most modem arcade machines, Jaleca's baby is 
completely devoid of them. Once again, this Is a 
deficiency mat lhe boys at Random Access ore 
anxious to rectify. These extras will probably only 
be revealed by use of special mode activation codes 
- and those af you who've really got into The Ninja 
Warriors will know just how bizarre Random 
Access' cheat modes con be. 
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MG IT FOR THEMSELVES 


SOUND 

WHILE THE TREND in 
modem coin-ops is to 
sample sound effects 
(presumably to benefit 
from the more realistic 
quality], J alec o has 
synrhesised all the effects in 
Rod-Land Weeserik is 

fo ing to attempt to copy 
le results as closely as he 
can, In the spirit of general 
improvement however, he 
feels that several of the less 
suitable sounds might get 
replaced by something a 
little more palatable. 



RAINBOH SHOES. 

€1UEN BY THE ELDER 



THIS IS THE EASIEST 
WAY TO SUMP OFF 
ENEMIES. lusl grab 
rhem with you r niDijif 
red and tauiKC them 
bwk and forth until 
ihey turn into a 
weapon. Ttiis weapon 
ran bu leh in place 
•mill if* needed and 
then activated fo 
deslrOy furltlW 
eraetTiie-s and turn 
rbem in1a bonuses 


THE BOOTS ARE USED lo create a portalile 
ladder ~\VH wh*ra you need ir. This ran aha 
be V$«d ny Enemies rh □ ugh. as i1 slnyi fn 
place until yai move )l again. 


GRAPHICS 

GRAPHIC ARTIST NED 
LANGMAN has managed 
to get all of the original 
graphics into this 
conversion., but it hasn't 
been easy, The sprites were 
simple enough, but the 
backgrounds presented 
some problems, Jaleco had 
supplied a disk with the 
backgrounds stored as 1 6 x 
16 pixel squares, jumbled 
up and in the wrong 
colours, Since there were 
about 500 of rhem in total, 
making sense of it all 
caused o real headache. 
However, one surprise 
extra that Ned did find on 





THE POLYMORF (OR SLEEPING SAG 
MOH&lorji Is n diltjusling treuture thai 
i times (if way up to an unsuspecting fairy 
and then rolls its tongue aul (yuk!), 



SOME OE THE OTHER SPRITES, ranging from 
th* tWrHiiC-5 left when enemies are destroyed 
With weapons to. the rule rrac' - wlwl's be 
far? You'll jusl h n vr 10 wail a rid IH. 


TMs naftyliHildncj fellow is jusl one ol 
the end-af-lavel monsters fbti tttfl ftxpefl 
to entounter in tha fifllikd version. 


Jaleco's dfsks was a set of 
animations that hadn't been 
included in the linol version 
of the coin-op. There was 
an extra animation for each 
of the enemy sprites, 
showing, for example, the 
chick pulling a worm out of 
the ground or the rabbit 
eating a carrot. Rather than 
just use these willy-nilly, the 
team decided that they 
would be used to indicate: 
when the monsters were 
about to change from their 
■normal patrol mode to their 
attack mode. Remember - 
you hove been warned! 
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Monday June lOtti 1991 - and 
don't Forget to include your full 
no me and address. 


THE SMALL PRINT 

> : ajf pespandenc^ will be $ft|3rtq iflSs< * • 
• Employees <#EMAP Images, Atan c?-4 
EpVA tfHpy 1^1 enter ThfrvJirtrtferl 
will oubtatad h ■■1 fortncorning issus 



INVADE THE 
STEEL 
COMPLEX to 
rescue the 
president's 



daughter in 
ElectroCopj 
fust one of 
the II titles 
currently 
available. 


RIDE 1HAT PIPE! Epyx r California Games in f 


ME LEFT: 58 




..IMIMIKIIIIIMIIIIIIPI 


iMiirnriiM inur lis. II ||,H 


I 

CALIFORNIA TEASIH' 

California, ihe surfing ccpstol of rhe ;U.S.A„ has. been ce : eara?ed 
song by counties*, groups., inducing Trie Eagles, The Beach Boys 
and The Manias and Papas. To; be in with a chence oi walking 
away wEjh your very own ■ Atari Lynx/ all you have to do is match 
the ibree songs men Honed below to those three groups {simple en 
But. if yo*j do Have ony problems, try asking your dacT]. 

el California Dream in' 
b} California Girls 
0 Hc+d Cafffarnig 
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103A ST JOHNS HILL 
LONDON 
SW11 1SY 



PHANTASTIC 
GAMES 

16 BIT SPECIALISTS 



071 
738 
0617 


VISITORS WELCOME 
SOFTWARE 


24 HR CREDIT CARD HOT LINE 


Title Price 

ArmourGeddon £17.99 

Awesome + T- Shirt £25.50 

Atomic Robokid £17.99 

Captive.. £17.99 

Cruise For A Corpse ....£17.99 

Chick Rock £17.99 

Colonels Request £29.99 

Codename Iceman £29.99 

Deuteros £17.99 

DickTracy £17.99 

Eco-Phantoms ... . £17.99 

Elite.. „„. ... £17.99 

F1 9 Stealth „.. £23.50 

Future Basketball .. £1 7.99 


Full Blast 

Golden Axe 

Heroquest 

Hydra 

Kickof2 ,< 


£18.99 
£17.99 
£17.99 
£17.99 
£17.99 


JOYSTICK 


C ru i ser- Black , £8.99 

Cruiser-Auto £11 .99 

Speedkrng-Std... £8.99 

Speed king -Auto ..£9.99 

Comp pro 5000 ,. , £13.99 

ContriverChallenger Cable ,. £23.99 

Contriver Challenger Intra Red £29.99 

Stingray.. £13,99 

Stingray Auto £1 4.99 

Navigator Auto ,£1 3.50 


NINTENDO 


NES Control Deck.. £77.99 

Guntlet2 . „ ... .£35.99 

Gremlins2 , £35 99 

Mega Man 2 £35.99 

Super Mario Bros 2 £34.99 

Bayou Billy... £30.99 

TronSword £30.99 

Faxanado . ., £26.99 

Solar Jetman £26.99 

Tetria .....£21.99 


Title Price 

Limmings-Special . £1 6.99 

Lotus Turbo Challenge ..£17.99 

M1 Tank Platoon £21.50 

Mega Traveller 1 ..£21.50 

Midwinter 2 £21.50 

NAM.. ,,£25.50 

Nightshirt.... , .....£17.99 

Pang.. £17.99 

Po we rmonster £23 . 9 9 

Secret of Monkey Island - Special ...£21 .50 

SuperOf Roadracer £17.99 

Supercars2-Special. ,...£16.99 

Teenage Turtles.. £17.99 

Turrican2.. , ....£17.99 

UMSIL.. ... ..,,,.£23.50 

Ultimate Ride.. ,£17.99 

Wing Commander - Just Kidding E 


HARDWARE 


ST520 FM £269 99 
ST DRIVE + Corporation 
+ Kick Off 2 £75.00 
Contriver Sin - 1 Mouse £24.99 
Contriver St Mouse £19.99 


SEGA MEGADRIVE 


Sega M egad rive £149 .99 

Afterburner 2 £32,99 

Ghostbusters .£32.99 

Isflldo, £32.99 

James Pond .£34.99 

Moon wal ke r/ Video , . £34, 99 

PGA Golf Tour , £34,99 

Sword of Sadan ...£34.99 


THESE ARE JUST A HANDFUL OF WHAT IS AVAILABLE!! 
ALL SOFTWARE/HARDWARE IS SUBJECT TO AVAILABILITY 
NEW TITLES SENT ON DAY OF RELEASE 
£1.00 p&p ON SOFTWARE/UP TO £5 ON HARDWARE 
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PROJECT 

Pegasus 

PUBLISHER 

Gremlin 

AUTHOR 

Optimus Software 
Neil Hill 
(Coding) 
Adrian Ludley 
(Graphics) 
Jason Folcus 
(Project Management) 
Mike Muskett 
(Presentation Graphics) 

INITIATED 

October 1990 



I ff i 



RELEASE 

August 
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WHAT'S THE POINT of having wing* shoo! 'em up which features the 
if yoh can't ui* rhem? Each ihoot winged horse of Greek 
'9m up s«<tia» sc«i you nitride mythology as its ma for sprite 
y*ur mount, talcing out the : rj^j Q d<jrk ^ of op( J ^is 


J cm up sattian sees you oslrtde 
your mount, taking out the 
□ naming hordes of So ton while 
avoiding contort with the deadly 
baikgruuhd features- 


followers to spur Ihe player into 
action; apparently, ofd Mick hot 
stolen the souls of four 


TECHNOPORN 

ORIGINALLY DIVE LOPED on an 
IBM-compatible 286 running PDS 2, 
Pegasus runs at up to 50 frames 
per second throughout (with usually 
between 1 5 and 20 sprites active 
on screen at any one time and up to 
26 on some occasions). The 
graphics have been rendered on a 
number of machines, using a 
variety of pain! packages including 
DPoint and OCP Art Studio, There's 
no sound to speak of as yet - and 
as Optimus doesn't have its own 
sound maestro, this area will 
probably be overseen by a member 


'incarnations' 
(death, time, fate 
and war] and 
trapped them in 
gems. Your task is, 
as ever, to leap 
onto your horse 
and go after him - 
only this time your 
horse can double 
os a flying 
machine. 

Although there 
ore 50 levels, 
Pegasus splits 
neatly into five 
sections 
(unsurprisingly, 
comprising 10 
levels apiece), with 
each featuring a 
distinctive graphics 
set. The gameploy 


DESPITE OUR HERO having his foal firmly oa the- ground, the beat up 
lection » ui* almost as much of the straw as their Hying; counterporls. 
[ma slly through iKo u» at platform* and tho like). These strilont also 
ftalure soma rnogh intermediate enemies iniluding the it animated 
statues who sup tram Ibtir poaoslals to tak* you out. Note lift 
lightning flashing in lb* background, an oft* a which features 
throughout* 


is broken down further by the 
alternate oppea ranee of Hying 
(shoot 'em up) and walking 
(beat 'em up) action in each 
level, 

But tfiis isn't how it all started 
out. Qph'mus' original plans 
were lor a similar game, but 
with onty five or st it levels - eoch 
of which could scroll both ways. 
However, this plan had to be 
dropped, as programmer Neil 
Hill explains: "We weren't 
happy with the way that the 
game was playing when we 
tried that - it was nard to predict 
what the player was going to be 


able to do with the screen going 
both ways, so you tended to 
lose some of the gamcplay." 

However, a number of 
elements hove remained 
throughout the gome's 
development, despite the 
numerous changes - the most 
obvious of which U the winged 
horse sprite: project manager 
Jason Falcus takes up the story: 
"We were hying to get away 
from the usual space- belied stuff 
that's in every orher shoot 'em 
up and we knew that we could 
do something really special with 
a fantasy scenario. So we put 
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tit*! 


■I j » 


HE MAY HOT BE DIGITISED from U tWi Hurry Hamlin or 
soma othor hunky TV Inn, bvl this actually hhh tint I ho 
bayj from Optima have to pu>l mwmm mora work iala moving 
ih* main character when he's sol astride his mythological 
hofso. Thtt (haroitar h villi unnamed, although Pirmi, the 
currant front-runner, loabi liha lotting the distance 
(apparently there's no mythological reason for this fhalie, 
ll'i just that Perseus and Pag am go well together). 


90% • 



M 


THE WAT THE STOtlf GOES, your an-icro*n p+rwna is boing 

Cottirod In hit qui it If a puwarf ul wizard, fa, whan ft 
»kf as though you're about to pop your clogs, your 
guardian limply picks you ap, revitalises you and pops you 
bock down Into the ihicfc of things., at demonstrated by 
Ihoso sprites* four benefactor may bo powerful, kept kVt 
not God, s« Ihli Brafoii can only b* repeated rkraa rimes 
(what da you wont, immortality?). 


4 I J 

[f iy ivivJ 


BECAUSE 01 THE GAME'S UNUSUAL STRUCTURE, Ih* end-of- 
level guardians have been replaced ky 'end of every ttntk 
Is vol' guardians, including this elaborate dragon. 


WORK IN 
PROGRESS 


TV or not TV? Kati Hamza ponders the question 



PROJECT 

Mad TV 

PUBUSHiR 

Rainbow Arts 

AUTHOR 

Stefan Hoffmann 
(CodeJ 

Thomas Andrae 
(Graphics) 
Heiko Schroeder 
(Development System) 
Ch ri.stian Kramer 
(Coding) 
Ralph Stock 
(Project Manager] 
Chris Huel$beoc 
(Sound) 

INITIATED 

June 1990 

RELEASE 

June 


EACH WORKING DAY begins with a 
trip Iq the ban' office. If your 

fchedula so fur it a disaster, you'll 
probably get tacked - If you're 

doing well, the man just growls a 
hi I to keep w your foes, 




ON THOSE COLD, 
BORING EVENINGS after 
work, project manager 
Ralph Stock likes nothing belter 
than to get out a couple of 
packets of ready-salted crisps, 
grab a can of Loewenbrau and 
Flick an the TV. As fale would 
have it, it was on one of these 
heady nights that inspiration 
Struck; 1 was watching a very 
bad commercial channel and 
wondered whot sort oF people 
could run that kind of TV station ■ 
that's Kow the idea for Mac/ TV 
was born."" 

It didn't rake long for the 
embryo idea to develop into a 
live and kicking game-plan. 
Appropriately, the storyline is so 
realistic that you could 
surreptitiously swap it with an 
episode of Neighbours and 
nobody would notice. 
At tfie hub of the action 
arc the madcap exploits of 
one love-lorn individual, 
Archie, as he attempts to 
ingratiate himself with the 
love of his life, Betty 
&otterblom, a 
devastatingly beautiful 
television announcer. &y a 
stroke of astounding 
coincidence, Archie just 
happens to bear more 
than a passing 
resemblance to Manfred L 
Fein bain, Mod TV's new 
programme director - so 
naturally, besotted by dreams of 
Betty's pectorals, Archie adopts 
Feinbein's name, his office and 
his job. 

The upshot of these emotional 


THE NERVE CENTRE «f yggr intern agonal telecommunications empire Is 
the office. Here you can call up the day's *fhodvlo p Information on (racial 
advertising spoil, and the financial transactions of the last lew days. 
This is also Ihe place where a Utile caraful wheeling and dealing, some 
judicious buying and selling ol transmitters and a bil of business acumen 
hold you in food stead. The boy fo success it io creale a healthy 
relationship between advertising inume and production eitpendlfar* - 
the skill lies in keeping it that way when your opponents gel ugly. 


gymnastics is that you 
{ impersonating Archie 
impersonating Feinbein, so to 
speak) are entrusted with the 
difficult task of making Mad TV's 
ratings soar. That means 
planning the programmes, 
revamping the news and 
producing those dead cert 
money-spinners that'll roke in the 


viewers before your two 
computer-automated rivals do. 

Chief programmer Stefan 
Hoffmann, whose previous 
games include several German 
adventure titles, defines it as: "An 
absolutely new kind of business 
simulation/ but insists that 
business isn't just another word 
for boring. "It's true, there are 


DRAWING 
AN 
AUDIENC 


IN CONTRAST with And roe's mora 
mainstream work, planning the graphics 
for Mad TV is a compromise between 
cartoonist's licence anil game necessity. An 
office like this has to look good, but he 
also needs to leave room for various visual 
tables and displays. Obviously it's no food 
creating an office which is aesthetically 
pl easing, but in which nil the essential 
items - computer screen, drawers and so 
on ■ aren't easily accessible to the mouse. 


IN YOUR BOG-STANDARD BUSINESS SIM, a joke frts in like it would at a funeral. Mad TV, claims Stefan 
Hoffmann will be radically different. Why? Because: "IKs got a sense of humour." The appearance of Betty 
Botterhiom, o suitably zany soundtrack and mare tacky jolces than an episode of Biro's Or A FcKrrfter, ore 
designed to endow trie action with the maximum 'wacky factor'. 

The consensus is that the key to the whole shebang is the cartoon-style of the graphics ■ and to this end 
Rainbow Arts has deliberately opted to use professional cartoonist Thomas Andrae, rather thon a 
dedicated computer graphics expert. 

^ Andrae r s work normally involves producing the 
f , line-drawings for a popular German elephant 


46. 
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cartoon ana; (his favourite) creating stoiy boards 
tor a selection of advertising companies. His 
relatively limited computer experience was 
acquired more or less by accident: "I bought an 
Amiga about three years ago, saw an advert in a 
magazine and gat tempted into doing a few bits ol 
'piecework' for a small software company." As 
luck would have it, his contact there was Ralph 
Stock, and when Ralph moved to Rainbow Arts, 
freelance Andrae followed. 




WORK IN 
PROGRESS 



EVEN WHEN YOU'VE GDI CARTLOADS OF CASH available, you can't 
always buy the top quality programmes you want. When a trip 
to the archive te search through your bnck»cntnlogue proves 
fruitless. If nay be time te start creating your own shows. The 
sluilio is the place to do it - providing you've got enough space. 
If floor allocation gets too tight, you may have to kick duI one 
el the building's other tenants - the laundry, for instance- 


dozens of boring business 
games, bul most of [hose just 
nave the players taking turns. 
Mad TV is interactive; fhe 
computer rivals play al the same 
time as the human player does. 
You can actually see them all 
walking around the skyscraper's 
floors and getting on with their 
individual jobs." 

Inevitably, perfecting this kind 
of intelligent automation takes 
time. By Far the most complex 
aspect of the programming 
process to dale has been 
creating Archie's simulated 
opponents, wh ich has token 


Christian Kramer several months' 
hard slog: "The trick/ he 
confides, "is to make them so 
smart that you get ihe impression 
u're playing against a human 
eing," 
These 
digital 
villains 
have got to 
be at least 
as devious 
a s you - 
and 

reasonably 
fallible: 
make them 


too clever and playing won't be 
any Fun, too stupid and winning 
ust gets boring. Fortunately he 
lod the Rainbow Arts' in -house 
development engine to help him: 
"It's our own system, based or 
Turbo C++ combined with special 
graphics, sound and code 
libraries. " 

A large chunk oF this 
technology has been directed at 
perfecting cartoon graphics and 
a simulated sense of humour, but 
according to Stefan these aren't 
the two primary development 
objectives: "What we' re aiming 
for is payability. It doesn't matter 
how good the presentation is, in 
the end long-term motivation is 
what really counts. You've got to 
have good graphics, but the most 
important factor is that the player 
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THE MAD TV BUILDING isn't just o lump of 
sophisticated architecture - It's where Betty 
Batter blom, apple of your eye and love of your 
life, spends every single day. Peers lead off into ■ 
among other places - studios, the film agency, the 
news off if a and the supermarket (handy for 
purchasing production props and the edd present 
for the love of yeur life}. While negotiating this 
warren of corridors, lifts and friendly artistes, 
the on-screen statistics keep you constantly up-to- 
date with the viewing figures, hew muth cash 
you've get and Betty's feelings far you* The two 
TV screens show you what's an (left) and the kind 
of audience that's watching (right). Be warned 
though, non-family entertainment generally gets 
lower viewing figures. 


actually feels there's a real world 
behind the game." 

This then, is why he's tried to 
squeeze as many different 
features as passible into Archie's 
quest for the perfect TV company. 
It's also one reason why all the 
game's different sections have 
been squeezed into roams in an 
interactive apartment building. If 
all the different areas were 
simply accessed from o static 
main game screen (as happened 
in a previous Rainbow Arts' 
strategy product, Oil impefivm, 
for example),, you wouldn't get 
the same feeling of being a part 
of a genuine TV station's world. 

Inevitably, all of this dedication 
to serious realism hasn't been 
made without the odd personal 
sacrifice. For Stefan, along with 
the rest of the Mad TV team, 
night-time in the commune where 
he lives is now dedicated to 
hours of research; "We've all 
been watching cable for nights 
on end," 

There's just one snag though... 
he hates TV. 



YOU KNOW YOU'VE MADE IT 
when your portrait hits the 
top of Bollerblom's wall. But 
watch outJ If one of your 
rivals starts spending more 
money on Betty's presents, 
you'll start to get that 
sinking feeling. Crucial 
moments like these will be 
highlighted by an 
appropriately silly soundtrack 
developed by Chris Huelsbock 
{Turthttti and Turruan If) using 
in -house sound utilities. 



IOST OF MAD TVS GRAPHICS start out looking 
nothing like this. And roe scribbles whatever 
comes into his head straight down on paper, 
then refines his original Idens on screen... 


THE FINISHED VERSIONS may look relatively 
milar • or totally different* It all depends on 
exactly how inspiration strikes. 


Although Mad TV is his first large- scale computer project Andrae's known exactly what 
kind of effect he's wanted to create ever since starting work on the main characters in 

September: "I was determined ho produce something that 
was comic and funny. If you look at other games of this sort, 
such as Qif Imperium, the graphics aren't exactly what you'd 
call amusing. I want you to be able to play a game of Mad 
TV and smile. That's how you end up getting genuinely 
involved." 

Though Andrae (ikes computer games {Populous and 
lemrrrr'rrcj's are current favourites],, he doesn't exactly wax 
lyrical on the potential of using a computer to 
, create graphics. "Everyming's a lot raster by 
* ■ hand; when I'm at my desk I've got everything I 
need." He prefers to draw everything freehand, 
m II doesn't make use of most of the computer's 
vS* ' facilities and generally has a preference for good 
! old-fashioned materials. "For me there's no real 
difference in technique - I just draw with the 
mouse rather than with a pencil and that's it." 
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And then he 
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LUCASFILM 

You've marvelled over 
Indiana Jones And The 
Last Crusade, You've 
gone ga-ga over The 
Secret Of Monkey 
island. Now go totally 
do-la I ly over the 
sequels! Paul Presley 
did,. 

36 VIRTUAL 
REALITY 

You've no doubt 
managed to 
experience the delights 
of VR by now, but have 
you ever wondered 
how they put those 
things together? Here's 
you chance to find out r 
with Steve Cooke. 

39 BIG NEWS 
PART 2 

More on the event of 
the year (almost)! 

41 REVIEW 

The best Amiga 
software around 
brought to you in an 
ea&y to digest form so 
that they don't leave 
any unpleasant 
after-tastes. We tell 
you what's worth 
shelling out for and 
what's worth being 
shelved, in our 
all-colour, last chance 
to see r once in a 
lifetime reviews 
section! 


62 BUDGET 

If you're currently on 
an economy drive, 
you'd be well 
advised to check 
out what Jools 
has got 
hidden in his 
budget 
section. Some 
of the 

greatest games 
of yesteryear (and 
yestermonth) tend to 
crop up in here all the 
time. 

€4 ARCADES 

Rik Haynes takes over 
the coin-slotting 
mantle this month and 
iends back a report 



from this year's ATE I 
show. If it's a coin-op 
and it's any good, you 
can rest assured that 
it'll be in here! 

67 DEMOS 

Singular of mind, body 
and purpose, Gordon 
Houghton treads 
carefully into the 
murky world of Public 
Domain. 

70 TIPS 

Brian Nesbitt's final 
hour! He leaves you 
with floborGoV Part 
Two, Team Yankee and 
all the usual cheats and 
contacts that he J s 
become internationally 
famous for' 

82 

NEXT 
MONTH 

And then 
that's it! The 
rest of us will 
now bow out and 
leave the door open for 
the new management 
to say hello. Find out 
what the future holds 
for your favourite 
Amiga games magazine 
right here. Things will 
never be the same 
again ! 



GAMES FEATURED THIS ISSUE 


Micro Prose (News) 

B17 FLYING FORTRESS 12 
Mi era Prose (News) 

ELVIRA 2 50 
Accolade (Review) 

FIRE AND ICE 26 
Graftgold (WIP) 

INDIANA JONES AND THE FATE 


OF ATLANTIS 
Lucasfilm (News) 

MONKEY ISLAND 2: 
LECHUCK'S REVENGE 
Lucasfilm (News) 

MYTH 

System 3 (Review) 

PARASOL STARS 
Ocean (Review) 


34 


34 


54 


42 


58 


PINBALL DREAMS 
21st Century Entertainment 
(Review) 

RACE DRIVIN' 60 
Do mark (Review) 

ROBOCOD 70 
Millennium (Tips) 

SENSIBLE SOCCER 30 
Sensible Software (WIP) 

SPACE CRUSADE 46 
Gremlin (Review) 

SPACE GUN 48 
Ocean (Review) 

TEAM YANKEE 74 
Empire (Tips) 

TITUS THE FOX 52 
Titus (Review) 

VROOM 56 
Lan Ichor (Review) 
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SubLogic has long been hailed as King by lovers of 'serious' flight 
simulation, but its crown may be in danger - as Thalion points out to 
Kati Hamza. 


PROJECT 

Airbus A320 

PU&USHER 

Thalion 

AUTHOR 

Rainer Bopf 
(Concept, Ceding) 
Christian Jungen 
(Coding) 

Thorsten Mutechalt 
(Graphics) 
Willi Carmincke 
(Project Manager] 

INITIATED 

June 1989 

RELEASE 

Augu^ 1991 


"Basically 
we're 
saying; 'OK, 
you've 

coped with 

the single- 
engine 

machine in 
s Flight 

Simulator, 
now try 

something 
bigger*' 

Willi Carmincke, 
Pro|ect Manager 


T 


WO YEARS AGO at a 
German computer shew 
Thalion's Willi Carmincke 
was approached by a 
iriiddle-aged man clutching a 
disk: "He asked if I was interested 
in flight sirns and when I said I 
wo s, he offered to show me his," 
What Willi saw astoni shedh im: 
"Usually when you're button- 
holed by someone at a show they 
jusftell you all about the 
marvellous game they" re about lo 
start programming, but it's once 
in □ blue moon that you actually 
find someone who's practically 
completed one. 

This man had obviously just 
spent □ couple of years quietly 
programming in his room and 
he'' a come up wifh something 
totally exceptional. I'd never 
come across anything like it and I 
don't think I ever will again." The 
genius in question was Luftwaffe 
professional Oberst Rainer Bopf, 
his game: a simulation of the 
Airbus A320. As a result of their 
meeting, Bopf and Carmincke 
struck a deal. 

Rainer Bopf is an active 
Luftwaffe pilot who learnt to 
program back in 1965 (in those 
days they were sill working with 
punch-cards), when his 
rjrofess onal involvement with 
military radar systems sent him to 
America, Over the yeors he's 
clocked up over 
2/000 flying hours 
in a huge variety 
of planes and in 
Germany his rank, 
Oberst, is just one 
rung below 
general. His 
personal 

experiences are a 
based on actual 
journeys in roal 
planes, so it's not 
surprising that his 



TBI COCKPIT. If doesn't I nice long to tortiprchcnd the 
purpose of th* t entrails {tath jaysfuk and keyboard of Jkms 
or* aiKiHabM, bvi burning | tt master tK*m take* hundred f 
of derfEcaltd Hybif hoi»r^On*trary journey the appr aerate 
iaia hpt in be entered Into ffic Mf using ths table an the 
left, 


primary criterion 
tor a good 



~~~~ ~ 


line with the 



il tone of 


the simulation, me sounds 
emphasis is heavily on funefkm. 
AufhenBc engine noises ore 
oJreocfy mtpJementedl but Hie 
fine! version will sport acoustic 
;&||pit warnings alongside 
effects la mark the movement 
of lorvding aear and flaps, 


simulator is 
realism. 

Airbus A320 
aims to be a 
technically 

accurate flight simulation written 
by a pilot to a standard that pilots 
will enjoy ■ anyone who's- 

expecting o Fafcon-style 
extravaganza that's 
simple to pick up, pretty 
to look at and easy to 
put down is in for a 
disappointment. 

In Fad, Bopf, who has 
made a hobby out of 
simulations, has flown 
Falcon as well as various 
MkroProse games - but 
for him r the flight 
dynamics just don't feel 
right. "All I'm doing is 
sitting in front of some 


WHATEVER ELSE IT MAT BE, a pilot's life is never 
dull. While most s entitle people are at home and 
linked up in bed, you're toping with the hanhneii 
of th* dements and a forbidding night sky. It's 
tough owning a flight sim! 


screen while the on -board 
computers do the flying - and 1 
always get disappointed by the 
navigation, what the plane looks 
like or the fact thai it hasn't even 
got flaps to land with." Airbus is 
aimed at a more specialised 
audience inc. kind of people who 
share Bopf' s enthusiasm for the 
original of the breed, SubLogic* s 
classic Flight Simulator, 
CarminAe elaborates; 
"Basically we're saying: 'OK, 
you've coped with the single- 
engine machine in Flight 
Simulator, now fry something 
bigger/ In one way, anyone 
who's familiar with SubLogic 


should find it easier because the 
games have similar navigation 
systems. What's new about it is 
the Airbus flight experience 
itself." 

Right from the start, Bopf's 
objective was lo create a 
'civilian' sim. He picked the 
Airbus because, as a piece of 
engineering, it's always had a 
special foscinahbn for him. "It's 
such an innovative machine," 
enthuses Carmincke. "As it's 
totally computerised, the pilot is 
really more of a software 
manager." 

This might lead you to believe 
that Thalion's simulation actually 
lets you fly by wire - not so! 
What really intrigues Oberst 
Bopf is what happens when you 
turn the computers off. All the 
controls in his Airbus are 
operated manually - the only real 
exception is the auto-pilot for the 
Instrument Landing System (ILS) 
and if you want to get good 
assessment marks, you even have 
to switch that off! 

The finished product will 
feature Bopf s original flight 
dynamics combined with a few 
new Thalion touches. A career 
writing routines for radar hasn't 
given Bopf the most thorough 
grounding in vector graphics, so 
that's where Christian Jungen, 
Swiss programmer and polygon 
ex per-, has stepped in Jungen is 
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Him m HO MW7 CmS to ct qi^ck prMnoffon- Who* 
start* as 4 rati tine flight nmy throw up n!f sorts of 
ujif Dresden t roerf entres - and the higher your roni, the 
tougher these unexpected difffculites geh Navigation 
instruments may suddenly step working^ weather report* 
j^HwS^* Itiqtffurtff * and you toutd *1*d fours 5 If topfn 3 
with rti! visibility on airport upproafh. Crises like these ■• • 
arc pilot-buifdiny. Fail the test ond you've learned a 
vafuuhle tassont sw*i*d and jWre gaining the fcfadiet 
experience that tould pur you In line for Bopf's job. 


AS YOU MAKE UP Ik* required flying hours yew get o 
bird's eye view of Europe's famous airports - etuh one a 
sutrle presentation of the real thing ^today's duty-flight 

gives you On opportunity to admire Cologne), Tr Dining; no I 
only gives you the thant* to pick your own sig hf seeing 
trips, it aiso helps yetr 1o gel to grips with the two fnosf ;■; 
vital Airbus skills ■ navigation. end dean take-of f ojid 
funding techniques.. 




also contributing la the 
landscape detail and helping 
Bopf in the scanning of the flight 
territories, 

When everything has been fully 
implemented, hopeful pilots will 
hove the chance to struggle 
through five progressively more 
difficult levels simulating a career 
from student right through to 
Chief Pilot. This in novo five 
structure was Thai ion' 5 idea. 
Oberst BopPs personal 
preference is. for total flight 
freedom,, SubLogic- style, with no 
assigned duties or schedules of 
any land, so,, in the interests of 



BEFORE 

DEPARTURE, you're 
given a brief 
weather report, 
but just like in the 
real world you inn 
never predict quite 
whul conditions 
will be like. To 
minimise the 
•lament of 
■urpr1» r 
'Training' mode 
allows: ygu fa set 
your own 
mete &ro logical 
conditions so that 
you [an practice dipping in and out of cloud cover 
possible promotion on the lino. 


ike this before you put 


TtltS IS A SEftroilS ftlGKT SIM, so you don't 
get file usual number of panoramic internal 
and erfernel views- in ony (use, just looking 
Out of the window is nti way Id navigate. 
Airbus includes approximately 120 different 
air ports, each one equipped with )Lf 
facilities. "And that's not jost In one 
direction. Whefr there are ilk diff*i E|it 
runways yov get six different KS 
directions." for added realism, the 
packaging ^eludes the relevant ihorts w o 
copy at the offiiiuf Jappeson handbook os 
used hy profess! anal pilots. 


compromise, that option has 
been included too. 

For free spirits there's a totally 
unrestricted training mode - Fly 
any place, any time^ anywhere 
under weather, wind and 
visibility conditions specially 
defined by you. Career pilots, an 
the other hand, have carte 
Wancneto go all out for 
promotion from day one. 

There are even plans to create 
'Thalion Airways', with users 
becoming automatic employees 
once they've purchased a copy 
oF the simulation. The plan is mat 
'pilots' should notify the airline oF 
their promotions and will receive 
some kind oF medal in return. 
Carrnincke is enthusiastic: "We 
want to keep up with all our 
pilots until they make it to Chief." 

Thanks to some co-operation 
from Lufthansa, the criteria for 
promotion are exactly the same 
as those demanded by the real 
thing. A pilot's duty-flights are 


THE REAL THING 



THE AIRBUS, THE f tR$T MEDIUM RANGE 'JUMBO' JET, is a totally European aircraft. It's the product of a collaboration between companies 
from France (Aerospatiale), Germany [MMB) r Spafn (CASA), Belgium iBe-kkirbual' and Britain (British Aerospace) which flew for me very first 

tfro* " n 1973 [although the A 320 made! has only beer* in service since I9e8). 
The plane is a 150-seot srngFe-aisle rwin-jet aircraft with a range of between 35,000 
km and 59,500 km (2 J 75 to 2,697 miles). It's designed to he the most rxonofrticaf 
aeroplane in its class through the use of the mast rnoderri technology available, 
improved metal alloy s ond composites ate used in its construction, out what makes me 
Airbus A3 20 even more advanced than Concorde is its Tly-by-wire' technology - 
unique in a civil airliner. 

All of tile Airbus controls are driven primarily by computers: these include an 
automatic guidance system [the aipbeftaar) designed to detect dangerous 
'micro-bursts' of wind at the critical phases of landing and take-off. The object of this is 
to cut down the pilot's routine workload and increase the overo.it .safety of the 
aeropbne. 

Two new Airbus models ore currently in development, the A33Q is o high capacity 
medium/long-range wide-body aircraft (328 seats] with a range of 9, 300km r while 
the A34Q is a fourengined long range aircraft {262-294 sears) with range of ) 3,200 
to 14,300km, 
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WORK IN 
PROGRESS 



organised according to 
Lufthansa schedules. You'll have 
to cope consistently well wirh 
everyday duties and checks, 
react quickly under adverse 
weather conditions and confirm 
your ability to hold a licence 
regularly. And according kg 
genuine Lufthansa regulations, if 
takes around 400 to 500 flying 
hours (evaluated at a quality of 
75 per cenr end higher I to make 
it to the top. 

Lufthansa wasn't the only 
official organisation to 
contribute, as Carmincke 
explains: "Herr Bopf said he'd 
simulated the Airbus A3 20 and 
we thought il was important to 
actually call it 
that, so we 
presented it to 
the plane's 
manufacturer," 
And it wasn't just 
the flight 
dynamics that 
met with rhe 
Airbus 

contingent's seal 
of approval: 
Gberst Bopf 
ultimately gat the J 
thumbs-up for | 
ins whole approach. Keen to get 
away from the image that 
civilian pilots just sit at the 
controls and let the machinery 
do the rest, several admitted that 
they prefer to switch the on- 
board computers off just for rhe 
pleasure of taking manual 
control. 

Other professionals too, have 
tried it and enjoyed it. Airbus 
gained praise For flight dynamics 
and scenario from another old 
SubLogic fan. the spokesman for 
'Cockpit' ■ the official pilot's 
organisation in Germany - as 
well as from several German 
pilots. Meanwhile Ofaerst Bopf is 
using what spare time he has left 
to whittle away of another 
simulation program. This time it's 


IN-DEPTH OR 
HOT, these 
days a flight 
itm just hai 
to have 
impressive 
presentation 
graphic*. 
Designed by 
Thorsten 
Mutschall, ft* 
p re-mis lion 
razimalan 
includes a 
meeting; wtth 
ywr Chief 
Witt, * 

weather 
briefing and a 
paint-by-poinl 
duty 

rundown. 


a civilian helicopter game with a 
rescue scenario that has you 
racing to serious accident spots 
on highways end in the 
mountains, searching for the 
injured and rushing them to 
hospital. 

Carmincke is clearly impressed; 
"One of irs advantages is that we 
can use exactly the same 
landscapes os in Airbus, though 
obviously the game area will 
have to be smaller and there'll 
have to be more detail'" Expect to 
feast your eyes on that early next 
year. 




BRITAIN COMES COMPLETE with 35 airports including the obvious biggie*: 
Birmingham, Luton and Heathrow. It's a Measure of the slm's accuracy 
that exactly where you can loach down in this green and plea cant land 
h currently a subject of hut debate, Followers of British flight history 
would no doubt enjoy the chance la land at the mare famous airports 
such as Biggin Hill. Unfortunately most of them aren't equipped with the 
ILS facilities that would make an Airbus landing possible. Oberst Bopf 
wants to slttk with realism - Carmincke feels there's a (ttse for 
overriding the facts, just for nostalgia's take; "OK, so the Lvflhanta will 
never fly to Biggin Hill, but it would really he alee to bo able to." The 
resolution will probably be a compromise ■ the eld airports won't 
feature on duty 'flights, hut yau 


might just be able la fix a quick 
nostalgia trip in training. 


Total Mir 
Tbt*j Fits 



In Pi'ocen t K .-H fi U 

Miss ions 
FiJBht Tjpn# 
Performance Cpc) 
Stand - Check . » 


IHE LOGBOOK - a personal 
chronicle of your Career as an 
Airbus pilot, template with details 
of duty-flights and number of 
hours flown. 


AIRBUS IS PROBABLY THE FIRST flight Sim ta offer 
an extensive simulation of European airports, 
The flight-arena covers the UK, Pen mark, France, 
Austria, the Benelux countries, parts of Italy and 
a topically reunified Germany. This provides its 
awn peculiar challenge. Technically, navigation 
facilities in areas of what was once East 
Germany are relatively primitive. In reality, 
only former Eatt German pilot i fly there lav the 
Luftwaffe (they're fie only ones who really 
know what's what) sa a simulated trip to 
Leipzig., say, can otuke for a very Interesting and 
challenging flight, 


ON COMPLETION OF A FLIGHT you 
get n read-out of yewr 
performance. The assessment is 
based on the moil crwlal aspects 
of your trip: points are awarded 
far s*ch vital factors 
as the smoothness 
and position of the 
landing,, fuel 
tabulation and 
vortical speed. Ta 
make the grode at a 
career pilot you'll 
have to consistently 
■cote atoro than 75 
per lent. 


AIRBUS AIRBRUSHED 


HE MAY BE A DAB HAND at flight dynamics, but 
vectors, polygons and scenery aren't among Obersf 
Bopfs strong point*, so these graphic? are oil 
currently in the process of being updated by 
Thalion. By the time Airbus A320 is released, in 
addition fa all the relevant airports and runways, it 
will also sport all of Europe's ma jor rivers (the 
Rhine, the Loire, the Thames etc) and all cities with 
papulations of over 200,000, 

But that/ & just the beginning. Thalion is stressing 
that the version ta be sold this summer is just one of 
a series designed to sport gradual im provements. 
One graphic feature to look forward to is shading, 
to give the impression of large geographical 
features such as forests or fields. But Carmincke is 
adamant that these won't be bells and whistles just 
for the sake of it: "We want to confine ourselves to 


flying, sa we're definitely not going for gimmicks. 
That may cause us trouble with the kind of gamers 
who expect that sort of thing because they've had it 
before an scenery disk:., hut I really don't think we 
want to go so far as to show you the Eiffel Tower." 

Instead, the Thalion team is working on the 
problem of introducing features such as mountains 
at their correct height "In the Airbus you've got to 
fly 1 0,000 feet before you can hit 250 knots - so 
nothing dangerous could actually happen/ The 
main thing is to create a world that's recognisable 
even at the Airbus ceiling of 40/000 feet, 
Carmincke estimates that if II take about three years 
to perfect - mainly because all of Herf Bopf r s 
landscape routines will have la be rewritten, 
Adding detail to the world as it stands won't work - 
it would just make the scrolling jerky. 
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THE HIT SQUAD RO flOX 350 MANCHESTERM&O £LX / *M 


VIRUS FREE PD 

Amiga Public Domain Software 

OVER 1500 PD DISKS AVAILABLE 
PD SOFTWARE HELPLINE 
ITHOUSANDS OF SATISFIED CUSTOMERS 
OVER 100 DISKS ADDED EVERY MONTH 
MOST ORDERS SENT WITHIN 24 HOURS 
ALL DISKS DISTRIBUTED VIRUS FREE 


BUY ANY 10 
PD DISKS 

AT £2 EACH 
AND PICK 
ANOTHER 

5 FREE!! 
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OVER 1500 PD DISKS CATALOGUED 

pn QTARTFR PAPK ^ essential utus 1 

ruo Irtn i cn mur\ O the bad bart dub mix 

Only £S. 00 Inc P&P master virus killer 

CATALOGUE DISK 

CUP ART VOL.2 

Another 3 great disks full. 

ONLY £5.99 inc 


Official 
/VIVIOS RD 

Disks 

Mow Availabl 


AMOS Licenceware. 
£3.50 a disk 


LPDl COLOURING BOOK 
LPPZ ARC ANGELS MATHS 
LPD4 THING AM A J IS 1 MEG 
LPD5 JUNGLE BUNGLE 1 MEG 
LPD6 PAKADU + SPRITES 
LPD7 4 WAV LYNX 1 MEG 
LPD9 WORK + PLAY 1 MEG 
LPD9 AMOS ASSEMBLER 
LPD10 THE WORD FACTORY 
LPD11 GO GETTER 1 MEG 
LPD12 HYPNOTIC LANDS 1 MEG 
LPDl 3- JIG MANIA I MEG 
LPD14 PLAY IT SAFE 1 MEG 


GAMES GALORE 
Volume 1 - 4 

Contains over 30 FD games 
spread over 4 disKs. 
Including Drip, Amoeba, Chess, Vanzee. 
Tic-Tac-Toe. Sky Flighl.Welltrix, Asieriods, 
Ping Pong and loads more. 

ONLY £5.00 inc 


GAMES 

B43 M ETAG AL AC T IC LLAMAS 

1064 LETTRIX (GREAT) 

1050 MASTER OF TOWN 

1204 WET &E AVER TENNIS 

349 THE HOLY Q HAIL 

650 BREAKOUT CON KIT 

830 QUIZ MASTER 

670 MONOPOLY 

5S5 CAVE RUNNER 

1209 WACKO IN WONDERLAND 

832 AGATRON GAMES 

1466 RETURN TO EARTH 

1 440 MEGA GAMES VOL 1 DISK 4 

1421 BIONIX11 

13B2 TERROR LINES 11 (tS) 

071 PARTY GAMES (18) 

531 BLIZZARD 

63D PACMAN 

509 PARADRIOD 

1207 FRANTIC FREDDY 

505 DRIP 

255 FLASCHBIER 

856 XENON 3 ETC 

117 MORIARPG 

154 TRACK HECOHD 1 MEG 

534 GAMES DISK 1 

1179 CHESS ETC 

1134 MASTERMIND ETC 

Full details available by request. 


UTILITIES 

659 ESSENTIAL UTILS 1 

1206 MAN DLEB ROT MAKER 

1203 DATABASE WIZARD 

1078 ESSENTIAL UTILS 2 

1099 PRO TRACKER 1.1 a 

1202 RSI DEMO MAKER 

1146 ICON MAGIC 

1151 C LIGHT 

1156 DRIVER GFNFRATOR 

1368 SPEGCY EMULATOR 

1310 MVK21 

1469 A B FUDGE 

1465 SLIDESHOW MAKER 
1445 CLOUD AND FRACTALS 
1422 DEMO MAKERS 
1399 SCENE GENERATOR 

1311 DISK IMUNE 

1229 THE RIPPERS GUIDE 

1165 AUDIO UTILS 

1162 HOMEUTlLS 

1156 DRIVER GENERATOR 

923 PRINTER DRIVERS 

Ml V1RUSCOPE 

1470 MEDV3.0 

671 RIM DATABASE 

631 2D2 UTILS 

380 TRS UTILS 10 

3fi1 TRS UTILS IIS 


ADULTS DISKS 

1 00's to choose from 

Including Games, 
Slideshows & Anims 


Blank 3.5" Disks Only 
each 


40p 


EXCLUSIVE WARE 
CROSSED SYSTEM 

MEGA FAST SHOOT EM UP 
SILKY SMOOTH 
SCROLLING 
DIGITIZED SFX <S SPEECH 
PUZZLES AND MORE. 
1 meg Needed 
EXCLUSIVE TO US 
ONLY £3.99 inc PS P 

CROSSED SYSTEM IS NOT PD 


DO THE BART MAN 

A3 DISK VERSION Ql- ""HE 
N0.1 HIT SINGLE 
ONLY£3.0Qtnc P&P 


MASTER VIRUS 
KILLER 21 

Can now delect 1 24 
V i ruses/ Bo otb locks 


ZX SPECTRUM! 

EMULATOR 

Now you can run Spectrum 
software on the Amiga! 



Catalogue Disks Available at £1.00 sent FREE with all orders 



or rat 

VIRUS FREE PD (Dept THO) 23 Elboroug 


1 - 


a 



Tel: 0793 512321 Fax 


,Swindon,Wilts,SN22LS ! ENGLAND. 
: 0793 512075 


All disks £2,00 each unless stated. Prices include P&P in UK. Minimum order of 3 disks. 
Overseas orders welcome, but please send Euro cheque or Bankers draft with order and add £3.00 towards P&P, 
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yOU'll NOTICE THIS MONTH 
that our VALUE rating has been 
changed to DURABILITY. This, 
we feel, is a better way of 
describing the qualities of the 
game that are summed up in that 
rating. Otherwise , it's business as 
usual Following the reviewers' 
comments, the games are left to 
speak for themselves. Relevant 
screenshots illustrate the game's 
features, while the ratings, price, 
and release date are encapsulated 
in an easy-to-digest form. What 
more could you possibly ask for? 


56 THE SECRET OF 
MONKEY ISLAND 

Lucasfilm 

60 ELF 

Ocean 

63 LOGICAL 

Rainbow Arts 



PRICE £24.99 
! OUT Now 
GRAPHICS 78% 
SOUND 74% 
DURABILITY 60% 
jPLAYABILITY 75% 

OVERALL 

70% 

GRAPHICS 

Not necessarily a 
measure of how 
colourful or well 
drawn they are, 
but how well they 
are used 

SOUNDS 

Once again, this 
isn't a reflection of 
quantity, or indeed 
quality, but of how 
well it fits in. 

DURABILITY 

Essentially a 
reflection of lasting 
interest - how 
much game you 
get for your cash. 

I PLAYABILITY 

The big one - how 
does the game 
feel - addictive or 
just uninteresting? 

OVERALL 

A useful point of 
reference - a 
summary of the 
preceding ratings. 



The Secret Of Monkey Kland. 


66 HERO QUEST 

Gremlin 

68 WAR ZONE 

Core 

71 METAL MUTANTS 

Simarils 

74 MEGATRAVELLER 1 

Empire 


80 EYE OF THE BEHOLDER 

55 1 


83 P.P. HAMMER AND HIS PNUEMATK 
WEAPON 

Demofiwore 

86 SHADOW DANCER 

US Gold 

™§»i J 88 R.B.I. 

BASEBALL 2 

Domark 

91 STELLAR 7 

Dynamix 

92 3D 

CONSTRUCTION KIT 

Incentive 
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REVIEW 


From the same stable that brought you the wacky humour of 
Zak McKracken*™ 1 and the superlative skills of Indiana Jones And 
The Last Crusade*™ 1 comes yet another masterpiece. 



OVER 


OH, TO BE A PIRATE. To sail the high seas, sword in hand, patch on eye, parrot on 
shoulder and wood on leg. That's the Irfe for young Guybrush Threepwood, who has 
never wanted anything more than to be spoken of in the same hushed whispers as 
Long John Silver, Captain Hook and Bluebeard, 

Unfortunately Guybrush's home town - Melee Island™ - is in the midst of something of a 
buccaneering depression. Pirates have become very safety-conscious., due to an evil spirit 
known as LeChuck roaming the seas between Melee™ 1 ' and the mysterious Monkey Island 1 ""- 
in his ghoulish galleon, killing everything and everyone he comes across. 

And a$ if that wasn't enough to hinder a young pirate-wannabe J s progress, the PTA {Pirate 
Tenant's Association) has demanded that out hero complete its three tests of thievery, 

sword- pi ay ery and 
treasure-huntery 
before they'll even let 
him apply for 
me m bership. Should 
Guybrush pass all 
three of these, then, 
just maybe, he'll be 
able to discover the 
secret of Monkey 
Island 1 "* 



LLICJASFII.M IUJI IV will be bmilinr with the now IcGendnry SCU.MM (Script Crcatiun Utility for 
Maniac Mansion'™) interne- What (hey won't bv familiar with is a new touch, which proffers the 
most useful verb when an object is hinhlitfhu.d- 


THE ISLAND OF MELEE 1 ™ is ripe for 
exploration, Such nutabU landmarks as (he 
Fettucini Brothers' Circus, Stan's Used Ship Yard 
mill ilit- C .iivt rin.il s Mansion all provide <iuybritsh 
with hours of mirth and fascination. 
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REVIEW 



ay like this that Makes you 
I lad to hm dead. 





E, yourself, 
t#fl rtw about LOOM 
i * «ldrtg to gou. 


THE INHABITANTS OF MELEE ISUWyr* arc a colourful Int 
wlu> like nothing better than to offer helpful ml\'u f nnj unbiased 

opinions. Either that ur they'll use any excuse tci pn Jtc n 

Lucas film product. 




n you*n M uitartng my suiord 
fNjht like a dairy farmer, 
are you ugly! 


mm ashish 


W call yoursatf a prate! 
f**t up, you win? 


NO PIRA'I i: h I (IKY WOULD BE COMPLETE without a tew 
buckles bcinu. swashed. Ilowi-ver, in i slight break with tradition, 
it's, nut what you know but what ynu say lhal wins these fights. 
Instead of uniting your opponent with your sword, cut him tn the 
quick with a witty instill nnd wnkh htm surrender. 


AT KEY MOMENTS IN IHE STORY, a short interlude iskes 
place detailing events liking plai^ uft-streen. Not only do thcs,c 
provide an enjoyable break from thu often friTiMk- .nation, but 
lliuy jKej help to further the story. 



THE SECOND PART of Cuybrushs quesl 
takes him tn the high %eav cn route for a 
date with fate on Mrmkey Island"" 1 , This 
trip is far from plain sailing, jv ynu havt" tn 
contend with mutinous crews, terrible fond 
and a leaky liohl. Luckily though, there's 
hardly a shivering limber in sight. 


E ONE JUNE l<)<>1 


REVIEW 


THE I HlUD r and 
penultimate, 
episode of 
Guybnish' s talc 
takes place on die 
failed Monkey 
Island™. U r * a lo( 
lamer (and hotter) 
than Melee 
Island™ and the 
locals are ? lot less 
friendly. 




ONE OF THE 
MANY STRANGE 
SIGHTS to be (alien in on Monkey 
Island' 7 *: is this unusual modem-art 
statement, hewn in s(one- A* you've COOMB 
lo jricess by now everything serves a 
purpose (cren (Vie rubber thicken with a 
jiulley in the middle'), perhaps (hat riolltiw 
section oilers a clue..- 




CllVBftUSH'STRAVHLS don l just 
remain above-ennuid - under the surface 
of Monkey Island™' are die fiery 

cjit^eombs . The 
problem here is iha[ 
passage* are constantly 
shiftinii due tn the 
heat, so maps become 
useless. 


LECHUCK S SHIP is 
alive wbh dead 
plfsfef(l)- However, 
while the spirits 
continue to party, 
Cluybrush ha* mure 
urgent malters <o 
contend wild - not 
beinK seen, for a slafi. 


THE CLIMAX OF THE 
QUEST takes plaiie back 
Hhii Melee Island at The 
weddinK of LeChuck and 
(he Governor. It must he 
stopped, hut how? Only 
one man can slop them 
nnw, Guybrash 
Threcpvrood, pi rule, 
adventurer, romantic and 
all-round pood guy. 





$IWCE THE' FAR -OFF GAY';, of Or. do* 
' '8& t - there' hasn't! beer* an t nteracti ve. 
adventure to beat Indiana : JQftQ$ And '■ ■; 
' 'the last Crusade': 11 *, Neither the stEkjj : : : ; 
; graphics' of DeipEitri e r the sheer size .of : .• . 
Sierra nor the complete absence of 
; j ntoeom ha v e bee n able :to irn^cri; : t$e 
fun and excitement that'fndy 
: generated .;■ However, The Secret Ctf 
: MvrikeyJsferit}™ j s about to th ange 3)3 
; of: that. Lu-c.asf ilm appears to have taken 
a IS pi • the f ie ments that worked in its ' 
:. : devious- release*, and, not only 
incorporated them into this tale of 
JCUf vy swaM i buck f i ng r but iey.ep 

5t.ory.line, Strong 
£ haratiers- And an 
intriguing ;$ettj rig.; : .; 
make it impossible 
to fault the 
gamcplay, whi le ; 
even t he near- 
; perfect SCUMM™ 
•cont fof :*fte<h'6iR 
been improved, H I 
fii 3 ve: -C^e; grip^t 
• : tt;s with the: • : ; : 
: graph t cs'J Although 
they're detailed :to 
the point of 
: :p^f feCfjpn, : the 
animation slows-' 

tremendously 
when -there's: a lot 
hsppercihij on- 

: screen.' Add- to that a somewrj at: j ef Ny horizontal 
: ! $c>dif :a:r# -a-' fa ir : amou nt;of swapping ;&n;d 
you Ve g ot the fa u its wrapped u p , Everything 
else works fine. The Secret Of Monkey Island?™ Ei 
•farther proof that the Americans rul e the m cr o 
movie world, with Lucasfilm once again showing 
the reVt of us how to do tblfl$l: + p&ff W '<&£ ■■ 
■ them wed 


: : The best 

:iiiiii(i^ti 
'micro 

movie' 
cyrrently 


a 

knave 
would 

:: ; :>:miss' ; ft 


Paul Presley 1 


MORE SECRETS FROM MONKEY ISLAND"** 

JUST WHEN YOU THOUGHT that it was safe to be a pirate again... 
LeChuck 1 s back and he's out for revenge. The Secret Of Monkey Island 
tP™ (a proper name has yet to be thought of) brings back most of the 
original cast, takes Guybrush across many different islands and tells 
jokes even worse than those in the first. 

Digitised artwork is the current fashion amongst American adventure 
programmers - and Lucasfilm isn't a company to be left out. Each of 
the screens in the sequel is an original piece of airbrushed artwork, 
digitised, touched-up and generally mutilated to bring to life 
Guybrush's world of walked planks and grog-swilling pirates. 

The sequel is still a long way from completion, but thanks to the 
response that the first game received, it should be one of the biggest 
releases Lucasfilm has ever had. Its only main competition should be 
the next in the Indiana Jones series {see news). 
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DISK 



THEY'RE &ACK! Everyone's favourite ex-dinosaur now-^utey 
characters, &ubby and Bobby, are back in fheir third adventure 
on the small screen. Parasol Stars has the hapless twosome 
whisked away from their now-safe Rainbow Islands after having 
received a pair of magical umbrellas as a reward. An evil wind carries 
the duo away and deposits them in a completely new set of fun-filled, 
action-packed worlds. 

Our cover disk fealures the first four levels in the Music World, 
featuring bad guys ranging from grand pianos to trumpets, which 
allows two players to get involved in the lun and should be just enough 
k? get even the most hardened platform addict frothing at the mouth for 
more. The full game should be in the shops any day now and contains 
over 60 madcap levels. For full details, peruse our review on page 42, 




INSTRUCTIONS 

Go north, Get the magic sword, Dance with the green 
dragon of Isundel. la! curry with the pixies of Solaris Five. 
Turn left at the lights and straight an past the roundabout. 
The aim of the game is to clear each screen of nasties and 

collect any bonuses that you can find. Normal joystick 
movements apply and pressing fire will cause either Bubby 
Of Bobby to hit out with their parasols, li however, you hit 

something ond keep holding fire, you'll be able to pick 
whatever it is up and be able to carry it around the screen, 
to be thrown at something whenever you leel like it. You 
can even pick up the other player if two of 
you are taking part. 
Bonuses are hidden around the screen and the best way to 
find them is to pick something up and throw it from one 
side of the screen to the other* Any bonuses that it hits 
along the way will reveal themselves. 
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REVIEW 


With games getting bigger and bigger with every passing month. 
Ocean has taken a new track by making its hero smaller. But is it 
good for his 'elf? 


SKAPHrCS 




LICENCE-FREE GAMES, from 
Ocean a re about as rare as. 
sornrone winning tlw car" on 
Buflseye. but when the Manchester 
Maestros do pop up from behind 
their movie and coin-op cover, the 
results are often better than the 
games with famous names on the boxes. 

This arcade adventure, programmed and 
developed by Nirvana Systems (see the Work 
In Progress in Issue 30) is just such a case. Its 
basic format isn't new by any means, but it's 
just about as good an example of the type as 
you're likely to see, incorporating many of the 
best ideas from previous games of the style and 
adding just enough new ones to keep the pot 
boiling. 

The story is about the most hackneyed part of the 
whole package though. Your character, a young 
Elf called Cornelius, takes it upon himself to 
fight through eight hostile environments to 
rescue his girlfriend, Elisa. This poor 
unfortunate creature has been kidnapped by the 
unspeakable Dark Lord, a mad scientist 
who whiles away the hours in his ghastly 
forbidding castle high above the elves' 
village by performing cruel experiments on 
any unfortunate creature who comes into his 
grasp. 

To help him get on top of things, Cornelius is 
wearing the magic ring which has been passed 
down through countless generations of his family. 
At first this only fires a basic spell, but it can be 
upgraded at the many magtcian's shops (you 
didn't know that most magfciaris are shopkeepers, 
did you?), where the pint-sized adventurer can 
also turn himself into a hero (which means that all 
shots bounce off him) or a wolf (so that he can fa 
any distance) and pick up countless other aids - as 
long as he has the right cash of course. 

Don't take too long browsing though, Elisa is at 
this moment being lowered into a vat of some 
disgusting bubbling chemical - and what's more,,, the 
Dark Lord's laughing his head off. 



j|3 



A QUICK GLANCE at this, the initial fared level, will tell you little more than ili.il tin* is 
an arcade adventure, but there arc a number of subtleties wbkh set it apart. Firstly, it's- not 
just a matter nf moving from screen to screen sho"tinn everything that you see - unless 
you meet the right people, cany on! the rij|ht actions and find the right objects, yon may 
not even find half of die landscape! Also, it's not a good idea to shuot the; 'nicer' creatures: 
kill too many butterflies, hedgehogs, bunny rabbits or the lite, and rim can adversely 
affect your final 'cutcness' ratini? - which in turn may mean that you don't sec the full end 
sequence when yon do finish the name. 


SHOULD YOU ENCOUNTER A USEFUL OBJECT or character, 
a Am all "thinking Cornelius" icon appears in the hottmu ri^ln uf the 
screen. At this point, pushinx up on the 
juy*tkk (or press ing Sr*ace j reveals, an 
interaction s-creen (inset) where a number 
of functions including 'Rive r r 'bribe', 
'identify' and so «n arc a^essed. Von can 
even 'talk' tn the character ynu've 
encountered, but only in single words as 
the 'parse/ i* quite limited- 
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WGUKSA KTffl A5FXI- 


AUA2DW1V, THE FDtE FAILS 
LIGHT AS ¥011 STAKE AT II, 



REVIEW 




EACH LEVEL HAS ITS OWN 
li articular graphic style - here, in 
Level Two's ruins, you rind 
yourself in the cataCOab-Mke 
dunK«UTi$ fighting off mummies, 
rait and olher subterranean 
horrors, Further evpUirs-EiUTi will 
lake fOO through the take, a 
s¥^anip r the 'dwarf caves', over 
sjiowy mountains. Lntu (he castle 
dungeons, and finally inia the Dark 
Lord s ta-iti« ilst-lt. 


THE DARK LORD 
has sent his most 
trusted henchmen 
to try lo put a stop 
h> Cornelius" 
progress - as ynu 
may have guessed, 
they appear *t Ihe 
end ci I each level. 
Initially quite dim r 
these buys Bel 
better aiad loiter 
ihu further you gel 
into the name. 


THE SWAMP SECTION IS BLESSED with some 
of the finest nr^phics in the whole game - check 
uut |h<ise reflecting pools. 




ANOTHHR PLACE TO INDULGE in a little 
imeraction is the shop; once again this isn't * 
new idea, but, as ever, there have been a 
couple of twists included. Elf's currency isn't 
money - it's pels - cute creatures which are 
found dotled about the landscape. But even 
having a pleiitilul supply of these Isn't 
L'nimifli: anything thai you buy is actually 
concocted on the premises by the shupket-per 
from a mixture of herbs (which are also 
collected »n yuur travels}, so as well as 
having the right amount of pets in yuur 
pocket, you also need the relevant flora and fauna. The merchandise on oifer includes 
four different typi-s cil -vlicii. j flying machine (which c»n only be used in certain parts of 
the Rime}, mystic mail (chain mail that is r not letters) and lips - which are the biggest 
waste of pets since vivisection, 


_ r it ii it i i ^uil. iL.hi Q£ 


WHOS TURNED THE Lit '.HI S C HI I J Nu matter how manv 
people yon talk i», fires you light or owls you bribe, there arc still 
a few screens that you're never going to sec.,, unless you really 
search. The bonus screens are very difficult to find r but it's well 
worth trying as they offer up plenty of rewards - completely free 
of charne, 

A GOOD ARCADE ADVENTURE- is a 
joy to play - unfortunately you could 
count the amoufit of good arca-de : v 
adventure s that have been released; .• 
in recent;: times on ; the tings rs of one 
of foot. TKankfulty, Eif outs this 
situation right. 0K ( : so the. actual, 
gameplay isn't goino, to vvin ■; 199 1 ■ s; : ; 
Most Original frame idea award (if 
such a th i rtg exists), but : as: io ng as- : : 
the gameplsy's there, t hen total 
H orig lhaj ity isn't a bso t utel y essent iaJ - 
and there's no shortage of game pi ay here . 
If exptori ng and shooting's your th ing.. then 
there's enough here: to: keep you: happy : r ti I : 
: = the cows: : come : home (and everi; until 
t hey Ve been mi Iked a nd sen t batk : out 
a^ain^. however if you thirst for a little 
m o re depth, then follow me. Ih order to 0,et 
the most out of Eli the puzzle-solvi ng 
element is at feast as -important as the 
: action (if not more, it's difficult to decide). ; : 
And while the puzzles range from the 
chil dish jy si mpi.e to ; the : jnf u rial i ng ly 
:• obscure/ there are enough hints dotted 
•around to allow you to complete every one. 
I n fact some of the levels are almost 
complete ly puzzle- or maze-based (one 
fiendish: section sees you tack: le the problem 
; of getting -a -series of moving platforms to 
: move. just the way you want them to, no 
: easy task) while -other? increase the carnage 
tot compensate. 
And if ;tV^ 
L; given the ; 
impression that 
there are no 
new ideas at ; • 
all in here I 
apologise - 
: how about 
these for 

starters?' Whenever you cfie, : a gravestone 
•• ■ appears in that spot from then on to mourn: 
y o uy Then; : if; yoii ;.jia&t$tsit: Way; a^pis; i ? '■ 
^Hiajrigef^re that your own ghost will rtse: up 
: : to : have a . pop, : a Iso the option to on ly save- : : 
the game: at the en^of ea^h level means. > 
' ; that cheating ts more or iess out of the 
/ Question. It's a pity that you can only have 
: either: music or sound effects playing at- any 
: one: time (apparently; this is due to Ocean :: ■■■ 
France's custom-built sound software}, but 
t he fact that that's the only: real fault : I can ; : 
: tome- up .with- speaks; volu nses; 


Ciaran Brennan 


A beaut I Till;:: 

puzzle game 

; -U hidden |-- : H 
depths 
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Sd(i«CHl2 

Su^MmcoGfWTiilPflK 

SupwOtTFkHU) Flaw 

Supnimocy 

3-fthf4*l*iM**,Pri«] 

T.V. ^I^Bfli<AOMil Z".'.'.Z'.... 

i«w->Suruki 

TfMtMH 

ToeOtl 

Trtut^rMiiiAinHArnTuntet 
Tnuretotta* 

Trm«*Tr»W*riof. 

ToUtFtocM 

Tumi hp 

TnyofeC«*GB<3lRa»y 

TrodoHiftMannpai U1 

Tret*C!HTT]wniiNr*iPnwl . 
TrhtaJPumufc 


AMIGA 

9.99 

31 .» 

49.99 

17.50 

D.99 

17.50 

l£.B9 

17.50 

21 60 

17 50 
_....£».B8 
17 50 
21 50 

7 95 
., 3150 

I T 50 

17.50 

73S 



ID/99 

17.50 

M.90 

17.60 

17.50 

*!.» 

17.50 

17.50 

7.90 

17.M 

2A» 
9.98 

17SO 

_.17J0 

-7-W 

9 98 

7JH 

1 7.50 

17.5V 

7.99 

I 3 !H 
24.99 

2:1.50 

&.« 

17.50 

2T1.50 

.._ 17.50 

_ 17.50 

4.9ft 

3tM 

7.» 

V*l 

_17J0 

IW 

1750 

1750 
S39 

a» 

IT.W 

2*M 

E24.99 

1 7 50 

7.99 

a mi 

7.9ft 

21.50 

&.M 

17.50 

».99 

24.SO 

9.99 
l. r 50 
17 SO 

13.M 

&9ft 

17J0 

2150 


4 99 

1 7 50 

.,17S0 
..17.W 
.2150 
....7.99 
.1750 
..21.50 
..17 50 
..21.50 
..21.50 
..17.50 

....7.00 

..ir.no 

.17,50 

.. i7.no 

17 50 
.,..7.99 

em 

_ 13.99 

...13.98 
1750 


liHfFofTrv'STsterrlilPacraaPoolst 

TWrfcan 

TunfeanZ 

TyiMMCASiMdn UHhfi .21 £0 

U.M.a.Z-ilMonl. -2150 

UWTWS 21 SO 

UrknabxGotl - Qng Norman 1 7.50 

Vb „ 17-58 

WicltrLtarb 6 99 

WaiCoimtwciionKlitl mtt ~ 21 50 

WartioadiaoecultMWI __ .rl.99 

WmadMegOryl 2150 

WfWS{1.'2WH;CMvi 17.50 

Wqhintogi* MM 

Wlnbnl 7.99 

Wu*p3K»nMoiir ^ 3150 

Wond*furd|T*w| 21 .50 

WMU(^LMdMtNMidi Z... ZZZZZZZ.isa 

Xonon JM 

y&tituid-nvtQ^riHkWm B-W 

X Oul ISaocIa OtKrl n.BO 

2-OKI <1H 

TMa^Nnf _ I?.B0 

2orfc 1 of 2_ „,.,....__^ 9 99 


AMKi \ COMPILATIONS 


SPORT CriALLEHGE 

J NIcMauG Eofl And UiampiDrcrrp Ccmt«. Cydes t 
PmrertuMT U SA 
21. BO 


HFT IMCMNC 

Fk4MfCjra. Sktdz. &rtcHWada A >j«mj Manic titsnnvr 


POWER JP 

RaJraxnv Irdands. Tumcon. CitKV HQ. 
X-Oul E tatad 

ttm 


FDDtbaJ Managar Z. Mr^prme Succw. FwmN 
tbnwer W^W Cup Ed*vn * Ohjjji'k Fw^:*. Fmci^' 

iMi 


COIHOPHrTS 2 
Dfrastf Wars. Mni 5pm;. '.'■^tar^H. rio mntii $ 
GnoibAnd Glxjciv 
21 JO 


POWER PACK 

Xonon Z. l.tf Spcrlj rootbal. tHxjfrffi.ii A I ihiiI«ii1 


BIO 

Tuf ifcja 1 rbiOOn. (TAprniri FJood, Buoote - FUkulcjCS. 
TVi Tki Ort Tthj Moon, BbIbfI Bltis, Purpto Sawn EAiv. 
i^yolOd Egg, JLinpIng iackson A Sot Crazv 
*1JO 


THE TEAM 

A.P6 ulrii. VHKfeaKrt. Cjtwitiill ft FuaoA-PuiMl CM 

21.90 


WHEELS OF FIRE 

Hart Dihw'. Chaae h 0 . Tunxi Cunm A PfmAiiinll 
21 SO 


HOLLTWOOO COLLECTION 
Fvobcc«J. Bolmap Tb« Mew. Olio«*»»i*ia ? A Inciiinn 
JonM Ttm Lad Cnouda 

turn 


CLASSIC * 
fFMnBluifico) 

hmdsn, Asteroids Ualanhm a Certrppois 
Uf 


PLATINUM 

StrnhJi EUttt* Tijiji FiHi/flHii WrtrhlA £ EifilUi fed 
J1.50 


FIST OF FURT 
DDUbfe. Urarjon 2. Stwrfc*. r*ma Wanivv t I>ii*<-iIh 
Dutl 
^i £0 


5£GA MASTER MIX 

GLpr™t«1*rtifre Dyrwnne Dux Cratwsowi Turbo 
f> J i i A Enckra Hj.cc 
HJM 


SM5RT1NG WINNERS 

Uarv Uoul*»t™ Ftacng. Ssw OwbSnOOt* \ 
Ur-ar C)ough'i f«t»|i Frrtrm 
11.50 


TNR ILLUME PUTINUM VOL 3 

FjyrjHf Boy. FjortifcjiM*. Spou Hamof Livo And Lol Ua, 
TlH.iiKlHican, Eoy-jfrf Thi icn Palaca And BatlknruM 
17.50 


SPORTING GOLD 
C#HcnH9, Cmmn. Ttm fktnM Wraer A Sumnw 
B—m 

il.H 


FLU SLAGI 
Farr«H FarmJa Dne Cantor GamrrannV ArOh 
l>iHjt«i=im. P-47 TtUHterbcrl, htc/iw^ Patrol A 
CHcago90 
21.50 



CHALLfcMBtRS 

Fijtlw Etil 

bdr K^Mrsk. KkM Oti. K o 'crrn Trjur A 


ShHrl Car Rootr 


21.50 


3 J, inc DOUBLE SI0E0. DOUBLE DENSITY 
WITH LABELS 

1 0.&9 

10 5.S0 

S5 1 £ oC 

4tlHlfcCEai.'2DI3COCiX £ 95 

aiPlECE3l.<2DISCECiX 7.95 

12DPIECE31^DISCBOK 999 

MIUl CONNECTOR -2 MICICVWLES 1+.99 

MfMJSE MATS 299 

era.AGEXTENBIONl.EADS 5.99 

I -:■ MEG EJIPIVMfldN 29.99 

AJAGA 1.I-2MEG EXPANSION 4 CLOCK 39.99 

QRDFP. FDUI AMD tNPOflMATIOH 
AlorrJni^rOf»TCLri^M(^B«nMabiii. A* iht* ftWO mdurul h tn: 
So4*nnClt)> Unll 4, BuhU D**ptapn*nl Cmfra. 21 T«rmwa 8r«t W**rtUB!^p*inL WW 4 AN 
DRCCn FORM (BLOCK CArTTALS) 

NM ^ ™ — ~ — -- 

AdBMM . ^ . u ...™„.,n^ — 


MN1 tJUUKS 


EtaKtaTaHjiorZofS 



758 

CharrmrkHWOfKiyn'l 

798 

CotHieisB«|L*Bl 

8 98 

CanqLtcatCfCanidM 

ft 99 

Cu ran Ol Az ur n- BonoH 

7.99 

D^nth KntghrLiOl Krynn 

7.59 

Of ?9Pris H iirnn 

4lQQ 

i Heroes Qw&l 

a. 59 

Hllsflar 

rjgf 

1 rckaiw j^»lTr« AdVOfTlMrB- 

<.sa 

Kkiga Ckjeflt i c 2 or 3 or * or & 


Lnourciijil Larry 1 0f 2<X 3 

ft 99 

ManhuntorlnSanf rari^sw 

ft.99 

Mtc^rlArdMagic2 

599 

RO$ltrcOusl2 

5.99 

PoolCH FLidianco 

7.99 

m*Hl Hjrfitiry2 

3* 

Seereicji imSrhnrtsixics 

7.99 

SpaC9QU«4 1 of Zv3 

Ml 

Sur1liglii1or2 

540 

wauatann 

son 

Qumltef QliM hrfl BcO«,3 

141.99 

Firm and bps I c 40 tnles iiidudhg 


F^ipdnriajric tor mar. Future Wars. 

HuurrJ CH 

Sriactrw. Irvtinnn Jonos, Lcisurcsul! Lany 2. 

Loom. MflflhJjntw |n Sjr F'aociaoa, Pnica Quasi 

2. SpflCS QJOflt 5. FJ^fflfj lech. CrvamporH Qt 

Kryrtrt Elfi. E1C. Etft 




&a*npu»»r 

VMm 





PoffeV 



Ten* 



prhrn. WonEEC -Jde fr* MHTt. 

PAYWO ST GHEOUi - Ohtajh pq *ria fc SsrW t Off 

0*d Tjp* — ^ — -_u.. ,„„^_.. — 


Data. 


Ej*lrr DtW -- -- - 

EUROPEAN OH HR8 
iHflTCflCMD 

EU HOC AflQ ACCEPTED ONE 5ft. 1 1 
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and are required for Rainbow Arts' latest, 

rence Scoff ord lacks both, but is happy just 



B: 


THE CHANNELS ate 
■ 'foirtci which rite baM-. 
, lnjrwtHf.i't rlni wJUfe!*- 


the 
fafcv 


in motion - 

by (he 
vatiuw, THE 

IIVJll tit vdfrCl 


BAT,1.-S remain In the Wheels until 
tfu-v »rp tfo'lw.d with the left jihjii!! 

f.lLkJtcih. 1 his LJkJi.vi,"^ <]ni,rn U> trJIV^l 

another wheel, ,,0,!®.)^ 


ALLS! That's 
what Logical is 
all about - 
coloured balls to be 
precise. Logical Is 
essentially a puzzle 
game, but it requires 
some manual 
dexterity as well, so it 
may not appeal to 
boffins who are all 
fingers and thumbs. 

Those who it does 
appeal to will find no 
less than 99 screens 
of mind -boggling 
action to work 
through, each of 
which contains a 
network, of channels 
linking a set of 
wheels. The coloured 
bails njn along the 
channels and slot 
into one of the four 
notches on each 
wheel. The wheels 
can then be rotated 
in an anti-clockwise 
direction and the 

balls sent off down ^i^i^ii^MBflWHHBHBI 
another channel. 

The object is to fill each wheel with four balls of the 
same colour, thus causing them to explode and leaving 
the wheel free to be fi Ned once more. Once each 
wheel has been correctly filled at least once, the level 
is completed. This must be achieved within a time limit 
indicated by an on-screen 'egg timer'. Nor can balls be 
left to roll back and forth at the top of the screen for 
too long: a separate timer counts down for this very 
eventuality (indicated by the bar at the top of screen) 
and if it reaches zero before you have placed a ball, 
you lose one of your three lives. 

The balls come in four colours: red, green, blue, and 
yellow. Up to four of them can be in motion at one 
time: this is usually more than enough to keep you 
going, but it's possible in the 
later screens to get balls 
stuck in perpetual motion 
between two points, thus 
reducing your capacity to 
move other balls and 
■consequently slowing you up. 

To add to the confusion, 
later screens contain devices 
such as one-way routes, 
single-colour routes and 
teleporters, so you have to 
think very carefully about 
how to go about completing 
each screen. 


THERE ARE THREE 
ALTERNATIVE gels of xraphfci 
{which can be changed each lime 
you load up) for when you gel 
brirnttl with the default look. 


tftunu^jji^v^ ait (I hi 

' your pfsnmnj; hy >hr>wftifc whst 
the tKitt htfi will be ■ 



THE BAR tVKAlH-l m uV 

to'r> of <hc nCt-icft'. show* bftw 
l.umh Ui3ie remain* before 

piacctf in a ^h^eMSwWsffl^^ 

I HE HOUR- 
G' f , ASS iridic a tcv 

you have 



■ 



T l HKST: OTHER 

compUc^te the 
com^fution ot ...... 

r;Mh k L *tP by 

fuo<it?ji or tuK.inr 
of each ball. 


A yVlffiEl. »s by SK> ' ' 

ahti-di'K.fcwiic diretfton tiKh 
'eJkJwrf' by ihe idquh. 
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LITTLE BITS OF LOGIC 






Z3. 
8? 


1 


COLOUR STOPPERS: 
These only allow 
bafts of fhe correct 
colour to pass 
through, to you 
either have to find 
a way round them 
or wait until the 
right colour* turn 
uo- 


COLOUR 

CHANGERS: Ralls 
passing through 
one of these wrll 
be changed to the 
indicated colour. 
This 1$ often useful 
if you require lots 
of that Colour, hut 
infuriating If you 
don't. 


DIRECTION 

AftftOWS: These act 
l ike curve- way 
streets, only 
allowing balls tq 
travel in a single 
direct tort. They 
also determine 
which way balls 
leave a junction. 


LIGHTSr If the 
traffic Lights 
appear on a level 
you must f HI 
wheels in the order 
indicated. Fill a 
wheel out of turn 
artd it will remain 
uncap lode d until 
those before it 
have been done, 


COLOUR 

HANDICAP; These 
occasionally 
appear and show a 
combination of 
colours, A wheal 
must be made to 
explode using this 
combination 
before any other 
wheels will 
explode. 


TELEP0RTER5: 
These transport 
the balls to 
another 
teleporter. 
there's more than 
one pair of 
tele porters On 
screen yoU will not 
know how they 
are linked until 
you try them. 


: , 
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CUMFLtTE 
ALL 99 
LEVELS and 
you're rcwnrctacl 
with * 
jiassword 
which 
alluwS you 
to 

access ihc 
Level 

editor. This 
is a simple ten 

use utility which 
gives yon th« 

OPPIJTElHlll)' 

in design 
and test your 
own puxzlcsr 







'J* 


THE PREVIEW SCREEN shown rlk<j fitmcfal layout of the level hefnre you play. Each 
level has it* own p^s^word so you can «o directly ba^U lo it. 


LIKE MOST OTHER GAMES Of this 
nature, Logical doesn't really 
hold any great surprises In the 
looks and sound stakes. The 
graphics are merely function a J 
{although they are quite smart), 
but the inclusion of three 
a iter natty e sets is a thoug hi f ui 
toitch> Th€i sound too is 
restricted amounting to tittle 
more than a background ditty 
{ wh Kh q u i eft ly be co m es 
monotonous, but can at least be 
switched off} and some suitably 
metallic sounding effects. Logical ts 
easy to play - you hardly need to read 
the instructions - and, because 
everything is control led through the 
mouse, it doesn't take hours to get to 
grins with. Masters of the puzzle genre 
may find it a 

tittjetoo An addictive 
»i*y i game call ing 

managed to 
get all the 
way to level 
23 before 
losing my 
first life. 
Even so P at 
that stage 
the 

complexity of the puzzles was already 
beginning to look promising, so 
undoubtedly the last few levels will 
require more than a few attempts from 
the average player. 


combination 


:and::braTh^= 

power 
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OFTWARE 

118a Palmers Road 

New Soutfogate 
LONDON Nil 1SL 
Tel: 081-361 1933 


TOP TITLES ST 

1 R*y3DSooc*r £1t90 

ria*Mi(Uppid#*a«* m 

3DCwK*w*oniai m& 

1 MegOkifli NrA 

« 5oam Beoeii-f i1699 

633SubAltcfc £1399 

AlOTw* Killer £21.98 

Act'ori Stai'm N/A 

Adkfdas GcHafl ShM £15.99 

(A.O.S.I £19.99 

ApJiy „.„ £l&99 

AJcam £1599 

AlftaWawn £1599 

Amazrig3pii)ernari .... ..... £15.99 

Afraurgtftlari _ £1&99 

atf ii - — * sitae 

Aiorric Roto Cd ...... ., £1399 

A.W-S.CWLE £19-98 

BacxIoVM F.jIl-16 III £15.99 

BaEfctofttGdden.Aip .... 11699 
Bantt frig oTArwiwiCnnia£2t 99 
Bartow il tPiygnoaiii _. £iB39< 
BanftTaJalJI £16.99 


BAT 

Baffle Chtti 

BarteOiaw II ... 
Baffle Corrrnand . 
Baffl«ftrt 1W£ 
BbH« Mutter 

BeTayal - 

BftyfieKid , 
bfti* Warn* 
Bw«W 
BwnberBH* .. 
Brain Baaler 

Brat 

FJudiR^fr* . 

Cabal 

CadgfoflT 
Cadaver- r.e ;say tff 

Captive „_,_, 

Csrthao* ...,.„., 

Cpn*U|p -, 

CeJba GT4 Ftaty ..... 


....... izm 

1-5.38 

....... mm 

....... £14.99 

I -.5 38 

. .. i-gjfl 

£1939 

£1490 

, um 

mm 

mm 

£ ■ 699 

£1639 

....... mm 

mm 

mm 

£9.98 

mm 

....... mm 

£15.99 

mm 


AMIGA 

£1638 
££998 
£2538 
£'6.33 
E 1 6.99 

£2139 
E-999 
£1539 
[1999 
£1833 
£1538 
£1539 
£15419 
£1S39 
£i633 

mm 
mm 
mm 
mm 

£21.99 

mm 

£22.99 
£16.99 
i.lt.99 
£.14.99 
i16S9 
£1000 
£19.96 
£14,99 
ill? a? 
£10.08 
£1398 
£16,99 
£18.99 
£19.99 
£14.99 
£1688 
£938 
£1533 
£1699 
£15-33 
£15.98 


TOP TITLES ST AM OA 

Centortcfi £16.3* £169© 

Oftkto StnX* ft>* ..- £1699 £1393 

On*w HQ £14.90 £14.99 

Chasa HQ II £14.39 £14.99 

aiiptOtafengo £16.99 £1699 

Onixkftw* .,.£1499 £1398 

CKj*YhwwATF £16.99 £l£99 

Cddfc £19.89 £19199 

CWparfifcrl . E1D.99 £1099 

j-hh: Wart £1699 £1699 

Cflja* hya Corpse £1398 £1698 

CiyjteJ»fllArbqf« £16,9911699 

CytaCflnlll £1&99 £1699 

DfeBodl 11&9911339 

Days <A Thindar £1 5.99 ilSJH) 

Death Trap ... £1899£16.99 

Derneriak £1099£1999 

Dir* Tracer £l598£l539 

DrarjaiLar £27.59 £2739 

Dragon Lair II ITinwwa/p) .. £27.99 Ei.7.99 

Dragon Hin|a £1399 £1439 

Draconww £ 1699 £1699 

Dynamite Stopper £1639 £1599 

Duck TalBB Gusal For Sett £ ! 6 39 £ 1 £.99 

Elf £15.99 £15.99 

Epc £1438 £14.99 

ESWAT £1838 £16.99 

Euro Supariaagua £1438 £14.99 

fytHttoi&tHMV , £1939 mm 

FISEtrke Eagle ll E 1-B.99 £lfl.S9 

P18CWM RI0I £1639 £16.99 

R1» £21 39 £21 ,99 

Fl9 Stealth fighter mm £1*99 

F23 R«ieliw — ..... £14.99 £14.00 

FwJal Lp* £1639 £1390 

Final Cwilid £16.99 £l£.S9 

RDalWriibB £3.99 iS.99 

FkgW of tia trlrufer £16.99 £1 6.99 

FoneFtty .... £15,99 £15,99 

Fuljrfi BasetMl £l690£l390 

G*iniei II „,...„.,„„ £16.99 £i&99 

G^s Khar. Kl,»L?l.90 

Ge%sfcirg „„ „,_„ £lfl.00 £18.00 

Go* £15 00 £16.00 


BUDGET TITLES UNDER £10 


30 POO).. £739 £7.99 

Aftflrtuner £399 £393 

Arkarodll £6 99 1599 

Aid Ha IHaWWrt _ ..£6.99 £6.99 

Bavarian II £6.98 £309 

BaTnanCar^ Cruder £399 £398 

aaslMOic £639 £6.99 

OiWrttf Sou** £638 £599 

Cotdradfl .._ _ £6.89 £&99 

Ck*M*Ji Ch»t £739 £7.99 

CfjWMtt Ooj* £5.33 £699 

CcarricFkalae- £6.99 £339 

CmqCun „ £6.39 £338 

OBly Doubte Hcraa Hagng £6.99 £399 

Oeie-ji tnompson Ot^mpic Challangt £6.39 £699 

Dsfenda-DltiBCram £J.99 £338 

DefaftheEarti .,,£6,99 £399 

MijjS Sine Pc*r .... £839 £839 

[touUe Drarjal £6.99 £339 

ForyaflBii Wrtfe £6.99 £338 

FiAirt Bit* £6.99 1839 

Gaurii-d _ „ £6.99 £699 

GMUM Wltg £6.99 £833 

HHdi Hkaa Qdde la Salary £3.39 £339 

Hpng Hp*g Phocy - J,.,, SAM £6.99 


LNtlUil _ „ 

L€«)tvGO(M«M0(PT»t« ... 
Mri^ad Jaraai McwwalkBr . 
Mn* i Soouli 

OURun 

OwralienWrjtf 

FtiotonPanl 

Road BlaHer 

Rectal Rartge _ _ 

Rolw „ 

R-Type- 

S F.Hbttw „ 

tie Stmt ,„..„.„. 

SikVr&W ..- 

Speadbal „ 

Super Hang On 

Standi Blade 

Tank Atact 

Thjnoen>nl , 

TigarRaad 

Vigil ante 

W\ib6M 

WC LaaderiBW) 

JtWW ,. 

Ztttl 


£303 
£6.99 
.££.90 
£«.99 


££.3S 
. IL'A 

if.m 

£699 
.£390 
.£399 
.£399 
.13SS 
.£839 
. £3.99 
.£6.99 
.£6.99 
.£7.09 
,£6.99 
.££.99 
.££» 


£393 
£599 
.££.96 


£839 
£831 
£338 
£399 
£899 
MSG 
£393 
£399 
£&99 
£6H9 
£399 
£8.98 
18.98 
£6.98 

mm 

£6.99 
£6.90 
£.739 
£6.99 
£699 
£399 
£699 
£399 
£639 
£1.99 


TOP TITLES 

Gotten Au „., 

G0tt«(lfl(lHAfllC 

CWm&iWl 

ajnarip 3000 

Hard Driwi II 

M^poon ; I IMS 

Hewlc ...„. r 

KwbOubhUI MsflJ 

hil SfrEfll Blu* 

tmrTKri* .... 

KiWIl 

InfMnspolis SCO 

Intenwttqnji Ice Ha*ey 

^"□n Lard 

fetlido 

fcantoe . 

Jatwngir Kjian^ S#mH 

Jamej Pond , 

iLoge Dredd ............... 

Juptera MaslerdnvE 

Kid< 0*1 II (1 M«g] 

Kick 0*1 II (5Megh ....... 

Ufng dodd 

filing Game &ic* 

Last Hnja III 

leijure Sul Uny II 

lernrnhgt _ 

UmDlFffB' 

loon 

LoalPairgl 

Ltita&prit 

M1 Tank R^rlWrt „ 

Mad PT'Stesw Mofiarty , 

Magnetic Soot ., 

MMiMCbtaiq 

Metal Maabra 

Metal MubiTl 

MidridM P«i*l* J c* 

l*0w*nlef 

MidMrrterll 

Mg^Fukrwi — . 

M«c^ihtRt«n 

H4ori*e/ Wnd 


ST AMI HA 

.£1393 £16.99 
£1599 £1539 
£1399 £16.99 
.£2138 £21.99 
.£15 99 £15.99 
£19 99 £19i.99 
£1938 £19.90 
.£2159 £21 .99 
,£1999 £19.99 
.£1539 £15.99 
£16 99 113.99 
.£1338 £1399 
.£1633 £1399 
.£1538 £15.99 
.£19.99 £19.99 
.£1438 £14.99 
£I699£1639 
£1439 £14,99 
.£l8.00£l£.99 
.£1538 £1599 
.£1539 £15.99 
.£1339 £1399 
.£1539 £1399 
. £l6.90£l&99 
.£16.98 £1699 
.£21 .99 £21 39 
.£15.99 £1538 
.£16.99 £16.99 
.£1939 £19 99 
.£14.00 £1439 
. £1599 £1539 
, £19.99 11938 
,11590 £9539 
,£10.00 £1939 
. £&90 £3030 
.£1599 £15.99 
.£1699 £1839 
.£16.99 £16 99 
, £14.99 £1439 
£10.99 £19.90 
.£10.93 £19,99 
, £21,99 £21.90 
,£15.99 £1599 
.£1399 £i&.00 


T0PTT1LE8 
uu C S. 

mutw 

untied ,. 

My* - - - 

ten 1965-1975 

Nut 

Hurt Seals 

Nevwardng Styy I 

HghltrBed (Adwerture) .. 

HghtbrE4d (ArcaJ^ 

NghtsWI 

Nnja Ftwrlci 

Nlro 

GtiUi 

Oparafcan Staarh 

C^aratiartTrUidertrtl ... 

Ping 

ftnza Kjokbaung 

P«srjrsd90 

PGA GcHTdut 

FMing 

PQpJM+Siiti Ijtj' 

PowffftM* 

Prwtalrx II 

Priroe of Perau 

Pvak 

RfliiDad Tycoon 

Hanbo* Island _ 

FSHMgad* tCfiirvOp Hhal 

ftidf ttMQUM l- 

RoOKop - 

Raboccall _ 

FtogueTrcooar ...... 

FHypt II 

S*^geEmpre „ , 

SharJp* Danca- 

Shadow at the Beesl II ... 

Shade* Watrirj 

SihnEi* 

StdorCfe „ 

SM 4 CfBSbwes ,„ ... 

S»ySpy 

Sr>OHrJoM „. 

SoawAga ,,, 


ST AMIGA. 

£1539 £15.99 
£1639 £16.99 
£15391-1539 
£1539 £1539 
£21 m £21 .33 
£1439 £1439 
£14.39 £1498 
£1639 £1693 
£1438 £1438 
£1439 £1438 
£1639 £1639 
£1439 £1439 
£15.99 £15.99 
£21.99 £21.99 
£16.99 £1£99 
£14.99 £14.99 
£14.99 £14.99 
£1599 £15.99 
£1699 £1699 
. £1339 £1333 
. £1439 £1439 
£21 99 £2139 
, £1839 £18.99 
, £1599 £1539 
. £1599 £1539 
£1499 £1499 
, £1339 £1639 
. £1439 £1439 
. £14.99 E'499 
, £1639 £1633 

. mm mm 

. £14.99 £1439 
£1439 £1439 

, £1639 £1639 

, £19.99 £1939 

. £16.99 £1630 

. £15.90 £1939 

. £1430 £1439 

. £16 ,99 £16 .89 

, £16,99 £1639 

, £16,99 £1638 

, £14.99 £14.99 

. £15.99 £1539 
£2B3D 12399 


TOP TITLES 
Space Quest fV 

SpeaObal H ,. 

SphdizryWorldi 

Spirit it EmaLbur 

$tsrCfr*0l 

SterTrefcV 

Stidar II _ 

StiparOarill .... , 

Super Monaco GP 

Super Oft Roarj fiadng . 

Sl j/a-nacy 

SwtrJi Bade II 

SWI^ _ „ 

> rr 

Taamfanfcee — 

Teenage MularD Heroes 

TettDriwIH _ 

THair FmeatHrjur 

TTliPulisHr 

ToW „* 

Tgrvak fie Warrior ..,.„. 

Talal Recal 

Tounarnent Gel ....... 

Turrfcanll 

Uhniate v- M- 

UKrnaltV 

UMS II - 

UN Squadron 

USE John Vang 

YlflM _ 

Yendefli ,.,.,..,.„, 

Vc „ 

VaorJca NigrnrnarB 

Warta* iha Avenger .... 
WrTtfrDoatid Hag) .... 

WirtJJ iH^I UtH ) 

Wk>gj (I M»g> _ 

We Kid „....., 

Wrfpack 

WdndRland 

'rWaJfl al D*noS 

:<i jk& 

ZiHras 

ZOul 


ST AUG* 

12300 £21?.3S 
... £1393 £1590 
... £1633£1£.90 
... £2098 £20.99 
.. £1699 11599 
... £1639 £1399 
... £1538 £1599 
... £1539 115.99 
.. £169911699 
.. £1599 £1599 
.. £1099 £10.09 
.. £1509 £1599 
.. £1599 £1599 
.. £159911539 
,. £10,93 £19.99 
... £1693 £16.00 
... £1538 £15-99 
... £1939 £1939 
... £16.3911839 
... £1439 £1439 
... £15.99 £1538 
... £14.99 £1438 
... £1639 £1639 
... £1539 £1539 
... £16,99 £1639 
... £19.99 £1939 
... £1939 £1939 
... £1539 £1639 
... EI639£lfL98 
... £15391.1539 
... £1699 £1698 

... £15.99 mm 

... £16,99 £16.99 
... £14.96 £14.99 
... £19 99 £13.38 
„ £19.99 £1939 
,. £1199 £1939 
-,. £14 -Mil 4 99 
... £19.99 £19.99 
... £19.96 £19.99 
... £19.99 £19.99 
... 11&99£1£99 
... £1699 £16.99 
.. 116 96 £16.99 


POWER PACK 

Kir on i. IV f-vzbai. BI«^B- and LoTirurt Hn l r 

ALL FOUR GAMES FOR ONLY £ 94.99 


EDITION ONE 
EOutta Vnqtr, Xrnur (inm n Winp jnrl ^hMtfn 
ALL FOUR GAMES FOR ONLY £15.M 


PLATINUM 

tJE« Tipyr. Slndv F^fHtlri Wralili and i « vr. iVirfll 

ALL FOUR GAMES FOR ONLY £13,99 


UlND-iAHES 
hAMria, WUtrtoo, ma Qritnl r Ejnpo 
ALL THHfE GAMES f Ofl ONLY 114.98 


TNT 

Hind frMn. AH?, KrtHlL. lOOUn 
arc Jvyr Z&r< 
ALL FIVE GAMES FOfl ONLY 11539 


SOCCER MANIA 
FwtuiMinwri.rjuztt 3cn«r, MmprHtSwcar 

urd Puyba I hbnupr 3 W^d Cup EdbM^i 
ALL FOUR GAMES FOR ONLY £16,99 


HEROES 

IMhIh tftiirtngHi(\5«r Wmt ind Ljt**# in Kil 
ALL FOUfl GAMES FOR ONLY £13,09 


BIG BOX 

't| fill. In. J | »i. ftiHto it m. irlimti 

f*a- r-j& $iMn Dri*. Fijo^Em. Ek4l. I^ HjH 

ALL TEN GAMES FOR ONLY 116.90 


LIGHT FOflCE 
ALL FOUfl GAMES FOft ONLY £14.99 


FULL BLAST 

Okldu W, Ren CHrgo'ii.i.i-'.f^ap ^lt* J, 

W, Ca»n» CwwrJ ind F*Tvi f«njt Qn* 
ALL SIX GAMES FOR ONLYHK99 


HAGNUH4 

*Hrtu™, DtioUi ttvffn, (^wibvi W?f. vtl limr 

ALL FOUR GAMES FOfl ONLY 117.99 


FIST OF FURY 
Dnin'je Qui, Sttirtdi. Hra Avon. DouUn Drnpon I 
ALL FOUR GAMES FOR ONLY £16.99 


HOLLYWOOD COLLECTION 
RotoCop, Grtotihijiefi 2. m*ana jenw, tatim tr* 
Merit 

ALL FOUR GAMES FOR. ONLV £1 r.flfi 


CHALLANGEH& 
KiC' Of, 5b. Fifhl* Bfh-bw, GiW QltH 
mri S'n*iira r Hif fK 
ALL FIVE GAMES FOR ONLY £17.99 


WHEELS OF FIRE 
Hirl L»th-- . [>«a HQ. Kwdnlt rfl 1 JtB CUTin 
AU FOUR GAMES FOR ONLY £15.9* 


POWER UP 

MlVHl BAHl, RUrtmw lUffiL I DuV CttlM HU TufltaM 
ALL FIVE GAMES FOfl ONL Y £17JS 


MASTER MIX 

Supof WgndsnW- OuMn, Of jmot Out, 
TtaJiOutMoa irdCnchdpim 
ALL FIVE GAMES FOR ONLY £ 1 6.99 


FLIGHT COMMAND 
K -TJlcr. & nw hoT^Hjrtw.LjncMlsf, 
Sep For and S*y Chsw 
ALL FIVE GAME5 FOR ONLY £ 12.99 


PRECIOUS METAL 
tow. CkptUn bjmtj, Cru^ Can and Arkmdd 
ALL FOUR GAMES FOfl ONLY 1 1498 


THE WINNING TEAM 
Eacapt^Tomfl.DtaiiMtritei.Art.taj. 
VrOcalon, C^tWuJ 
ALL FIVE GAMES FOS ONLY £19.09 


Ptease make cheques and P.O. 'a payable to Eagfs Software. P+P is included in the UK. Orders ur>fj3f £5 please add SQp P&P per item. Europe: please add £1 per Item 
Elsewhere add £1.50 p-er item Name 1 


Computer 
Title 


01 


Date^ 
Prkx 
Price 
Price 
Price 
Price 
Total 


Address: 


Postcode: 
Card No: 


Tel: 


Access Q ] Visa O ChequeQ P.O's PI 


REVIEW 


QUEST 


Computerised board games are nothing new, but when the 
conversion is of a Games Workshop best seller, things tend to get 
a little bit more interesting... 




04JT 


#1 


OVERALL 




OF ALL THE BOARD GAME PRODUCERS in the 
world, one is more notorious for its style, 
presentation and rules than any other - that 
company is Games Workshop. 

Just to underline this point, the rule book tor the 
table top version of Hero Quest would make any 
MicroProse flight simulator manual 
embarrassed at its relative weediness, 
Nothing is left to chance, with 
everything covered in detail, 
from how to move (which is 
never as simple as it sounds) 
to what dice to roH if a 
Chaos Lord attacks you 
from behind while 
wearing a yellow hat... 
on a Thursday. 

The reason for all of 
this attention to detail in 
GW documentation is to 
heighten its games' 
accuracy, which makes it 
very surprising that, until 
now, none of the company's 
wares have ever been converted 
to computer - what better way could 
there be to keep track of all the number- 
crunching than by having a machine do the job? 
Until recently, the main reason that none of these 



conversions have appeared was Games Workshop's 
slightly 'underground' reputation: all of the 
company's games were heralded as table-top role- 
playing games, which limited their growth somewhat 
(a pity, because they've come up with some real 
gems). 

AH of that changed however, as soon as 
mainstream board game specialist 
Milton Bradley noticed a growing 
interest in the RPG. A partnership 
between the two companies 
emerged and the all-new 
Hero Quest was born: Milton 
Bradiey produced the basic 
'kiddies' version, while 
Games Workshop went on 
to make a more complex 
older version called, 
simply, Advanced Hero 
Quest. 

Now, thanks to the 
simpler rules and widespread 
popularity of the younger 
version. Gremlin has seen fit to 
convert both the board game and 
ts expansion kits (extra quest 
scenarios - due to appear over the next few 
months), and is also due to begin work on the game's 
science fiction follow-up, Space Crusade, 
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REVIEW 


AS Y OU 
PROGRESS through 
the dungeoiij the 
map (right) Is 
up*L?tetl to show 
morns, corridors, 
furniture and 
enemies, What it 
dots n 'I revol i\ (he 
location of secret 
doors, so all is not 
lust if you think that 
iHni'rv stuck in a 
dead end. 


BETWEEN 
ADVENTURES 
comes your chance 

Lii spfnil yriur ill 
Rotten gains, at the 
shop, where 
weapons and armour 
art: afwayx available 
(usually J I 
extortionate prices), 
Nut only docs this 
element equip ycim 
characters for the 
ever more difficult 
trials which lay 
ahead,, hul it iiKo 
gives the whole 
thin 13 a sense of 
continuity. 

MOST QUESTS call 
fur the death of a 
principle enemy ■ in 
this case the 
Witchlord, 
Unfortunately they 
usually can't be hurt 
unless you've 
picked up a magical 
weapon from a 
previous adventurf . 



ROLE MODELLING 


A^tjV }Qm$ t ^O^C7 MANAGER AT GA^S WORKSHOP, describes hr 5 
$$&r^$ : :£u$t<>tt!&r jits- be teg a "IS year-aid adoJesceot tnafe wttf* :&tt 
interest in rock mas It." Th> j> m ight sound a tfttfe specific, tout after 13 
year* of producing miniatures hoard gatrif? ami Camtf Workshop 

^-^rtt-it ti*4l : f>«.!5t)Hr^ -d^out *^s ; &wit iftf-a^*- in- the >vpr1rj ofganitts, 
•' • -fantasy- .^ni^uro* have a (ways been GWs bread and buttorv W fact 
these days you'd be lucky to pick up one of its gan»5) without a bundle 
of *m&lf ptestic models faTIm^ put ^However, it waWt upt$ ^'{j&^trfirV^*!*'' 
Dre^ou^ ifirst mod* art appearance in f9?3 that tt vta* ffejtntore 
substance was needed so*h« miniatures got their own rale books and 

Sunt*. tb<?n, GW h&s £row» $nd grown, producing more and more 
gattiei w«l ejjrpanwon ltrt» tFa/'smsn one of its heit-seift.^tj board garner 
; has ffve e*par>sitc>rt s^ts* *b«* d£ ^hi£b feature ne w boards 1 ) 

Tine reieb* <bttab©t*tton sytfrh MB opened a door to a whole hew 
^eneratt on of gameri. fft/ro Quost and Space Crusade being simplified 
versions of oth«K .^SWpr;0d* i1 ^5' Pfans are afoot for furtner joint cprrtpariy' 
prddt^tA as ^eil as more computer **od ver^pfra - With Gt# bbpirig to 
tarfc* a more aetttfa rote in fut-of e t £-brt d^jefopmieota 




THE NUMBER OF 
SQUARES that you're 
allowed to move is 
determined by vtoppine; 
the spinning coin at the 
start of your turn (top 
left). Hath turn adheres 
tn nne of the fallowing 
sequences: move then 
search, search then 
move, move (hen fight or 
fighc then move. 


WHILE, FOR THE MOST PART, 
M&ro Quest manages to 
faithfully rebate the fun of 
the table-top version (without 
the player having to deal with 
ail of the 'paperwork'), tn one 
or two areas of this conversion 
Gremlin has actually managed 
to over-simplify tilings, This 
over-simplifying is mainly 
apparent in the combat areas: 
a larger feeling of involvement 
would have been generated by even 
the simplest of additions such as the 
rolling of a d ke. As it stands, the 
f ggftts are pretty bland and act more as 
a temporary obstacle than as a major 
part of the excitement. Another area 
that could be improved is the 
animation - h^s pot that there's 
anything monstrously wrong, it's j tist 
that there could be more of it. instead 
of printing the words ""Your enemy is 
consumed with flames" on the screen, 
it would have 
been nice to see a 
large flaming bal I 
scream from your 
character's 
fingertips 
towards the 
helpless goblin, 
Where Gremlin 
nas succeeded is 
in taking all the 

elements from the board game and 
convincingly turning them into a 
highly playable computer game. The 
control method easily tends -itself to 
multi-prayer games, while still 
ma nag tng to stay interesting enough 
for a single player - a rare feat indeed 
Hopefully, Hero Quest will pave the 


onversion 


enjoyable 


way for more Games Workshop 
conversions as the system Gremlin: has 
employed could quite easily lend itself 
to other games of this ilk. Providing 
the quality stays this high {and the 
presentation Is polished up) they 
should all be just as successful- 


Paul Presley 


june ^<i<i^ the one ■ 


REVIEW 


After a long absence, the 'Commando' game is back, with US 
Gold's conversion of Mercs (page 76} and this one from Core. But 
is there life in the old dog yet? 


WAR ZONE 





ALTHOUGH WAR ZONE 
claims a futuristic setting 
(1999, to be exact} its 
initial jungle setting and 
Commando-style gameplay make 
it a more or less timeless shoot 
J em up. And, like all games of this 
type, it can be played alone, but is 
best enjoyed when two players 
team up for a blast. 

As the story goes, you and your 
partner have been detailed to 
lead a counter-invasion force to 
push back an enemy which has 
landed at eight strategic points in 
your country. However, the rest of 
your crew has been killed or 
captured, so now it's up to you. 

Your prime directive is to shoot 
your way through eight levels of 
scrolling action for a date with 
the end-of-level guardian of each, 
be it a tank, helicopter, submarine 
or some other piece of military 
hardware. However, along the 
way it would be nice if you could 
free the rest of your unit - oh r and 
have a little fun! 



68 


THE ONE JUNE 1991 



REVIEW 



i 





TH€ IDEA OF HAVING two heavily 
armed macho men running 
around causing havoc is nothing 
new - but for some reason it 
usually provides excellent 
blasting action... War Zone is 
happy to continue this tradition. 
Although the graphics are 
possibly a little too 'cartoony' for 
the subject matter, the artist has 
made good use of colour, and 
that combined with the clever 
animation of the heroes' sprites gives 
the whole thing a nice 'clean 'look, 
Dean is hardly a word that could be 
applied to the sound effects though - 
they* re as dirty as they need to be in 
game with this much violence - and well 
varied too, to match the different 
weapons. And speaking of the 
weapons,,, this is where War Zone 
comes into its own. There are plenty of 
pick-ups available throughout the 
jungle, so there's no need to worry too 
much about losing one - and there's 

such a variety between the 
different guns, cannons, 
flamethrowers and other 
'dealers of death' that every 
player is bound to find a 
particular favourite {check 
out those homing missiles!). 
The different capabilities of, 
say, the laser and the 
grenade launcher also add 
to the strategic fee I of the 
whole affair: when 
disposing of some of the tougher 
enemies, it's often half the battle 
working out which weapons to attack 
with. Finally, the stunning smart-bomb 
effect Is enough to 
round it all off* You 
may think that 
there are enough 
iganies of this type 
about already (and 
you may even he 
right} - and, in 
truth, War Zone 
offers very little 
variation on the 
theme- However, if 
you haven't already 
got a game of this 
type, or do, but still fancy trying 
another, War Zone's combination of 
'you watch my back and 111 watch 
yours' strategy and all-out action may 
be j ust the ticket. 


Brian Nesbitt 


A meaty 
blast f rom 


90's looks 


worth a 
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■T 5 TIME FOR OUR OTHER great monthly competition to take a 
I bow, the MicroPros* Golfing Greats! The best armchair golfers in 
I the world hove been driving balls in our general direction ever since 
we announced the comp This month's winner is a superb set of shots in 
one by none other than Mr Wingchee Man of Essex, the very man 
who Inspired the competition in the fir$t placet Of all the shots, that 
we've received, none has vet managed to top his efforts. 

So, load them up, take o look and see if you can do better. 
Remember there's a superb MicroProse price up for grabs and all the 
winners of our four month competition will be playing in ihe grand final 
at MicroProse' s very awn offices! 

By the way, we're not just after holes in one. Any shot that you think is 
a spectacular feat can be a winner, a pixel-perfect chip from a deep 
bunker straight into the hole, a deep drive that effortlessly avoids ihe 
trees, water and sand traps. If you think that it's any good, pop it an a 
disk and send it to; Golfing Greats, The One For ST Games, Priory 
Court, 30-32 Farringdon Lane, London, EG R 3AU. Send it along with 
your name, address, telephone number and T-shirt size (including your 
name and oddress on the disk label). 



Presl 


3C4) SandW 


OUR SECOND GREAT competition also officially kicks off this 
month, Tricbhot Trials, And who has the honour of being our 
first winner? It's (drum roll please] Mark Laine of Chalfont St, 
Peter's,, yooaayyyyl His disk contained the statutory two shots and 
while neither were particularly complex, our panel of judges decided 
that they both had a certain simple pleasure about them, A couple of 
really nice looking shots. 

So what are you waiting for? load them both up as per usual and 
watch 'em go down, Dane mat? Think you can do better? Have you 
watched Jim Davidson's Big Break, seen one of John Virgo's Trick 
Shots and converted it successfully to your computer? Well, send it in 
then. Trickshot Trials, The One For ST Games, Priory Court, 30-32 
Farrirkgdon bne^ London EClR 3AU is the address you should use and 
please remember b include all your own details on the disk AND on a 
separate sheet of paper. 



LOADING 

Parasol Stars can be Loaded up by following these simple 
instructions* Just pop me disk in the drive and turn on me 
computer* The Golfing Greats ond Trickshot Trials can be 

seen by loading up the appropriate game in Ihe usual 
manner, selecting the relevant Load Do to options from the 
menus (check the manuals for full details) and men 
treating the cover disk as a data disk* 

DISK TROUBLES 

Trouble with static cling? Is your low temperature cover 
disk not able to remove those forty stains left behind by... 
beetroot? Well now the answer is here! New specially 
improved, thicker, concentrated, disk-repairing Zappa 3 
has arrived. The only liquid conditioner that leaves your 
hair with a softer, shinier look that feels as though eight 

out of ten cats prefer it. 
Of course you could save even more money by raking two 

bottles into the shower and sending your faulty disk 
(along with a stamped addressed envelope to ihe value of 

28pJ to: The One For ST Games Cover Disk Returns, PC 
Wise, Unit 3, Merthyr Industrial Park, Pentrebach r Merthyr 

Tydfil, Mid. Glamorgan, CF4$ 4DR. 
However, if you're sat around at home, you could make 

new friends on the telephone, (0443) 693233 is ihe 
number where a big party is happening right now! It's 
also the number for PC Wise's helpline and should be used 
for Ihe most dire of emergencies (such as running out of 
instant coffee when your sexy neighbour is in another 
country] at the following times only: 10.30 to 12.30 
weekdays. And remember, if they can't help you, they'll 
probably know a man who can* 


THE SMALL PRINT 

Condition the first 
Whilst The One maketh every effort to check thy cover disks 
for all knownst viruses, we canst accepteth no responsibility 
for possible damage caused by viruses unbeknownst to us. 
Condition the second* 
The One andst its noble retailers are ne'er liable for any 
unbeknownst changes to thy contents of cover mounted 
disks which mayhap occur. 


TH E ONE APRIL 1 992 ■ 


ALCl*Vi 



legenb &ofttoare 



16 linbcn martens, OjiStoicfe, Honbon ^4 2€€t Jte 081-995 1325 

(Kelepfjnne: ouprir? Imta 081-747 4757/081-742 1831 

TOP TITLES TOP TITLES COMPILATIONS 


ririi- ST ajuiGA 

Dm&Wt , _„_ 21.99 

Ev9o<m«B4t>ousir . - ifl.se 

E» _. - H.99 

Hyi-.yW r,t;--.-r-'\f---:i.-.-h - 21 .B 

HegaTfawelefi - 19.99 

SculundCrossDones - li.99 

Kill Mm] Upgrartc M 1 * 29.99 

3d ConstAJdkMtWI 25.99 35.99 

lMegCriOhrt _ N'A. 1689 

*tl Spnris Baling 1699 16.99 

eW&JUWISCH 1599 1A99 

Agon* 1B.99 1699 

A1[>TankKitar £1.94 16.99 

Matm.......^...^ 15fl9 

AdtwnSmikxi H>A 14.99 

- ir.-l- <-..-i - . .t ---r- i --il ■. rt-tr £1.49 21.99 

AfctvaWaves 15.99 15.99 

Amwxjigtditort 15.99 15.99 

Afft antral Destroy nf Simi'MJ s ' IHillr iHhfil 

Ad*3asC5c*d9nSh« ...1599 1699 

Aluniic HolioKid 1 5.99 1 5.99 

A.WS.OM.E IB99 1H-SW 

AmairtflSpKtemian 1599 15.99 

ATFII 15.99 15.99 

filuaMaa 1B94 1&94 

BsHtBCommand 1499 1199 

uilylfieHM _.. 14.99 14.99 

firat 16.99 1599 

Baffle-Master, 1999 1599 

Barbarian IHPevfihoeia) 16.99 16.99 

BackblheGoktanAge 1S.99 1699 

BAT...—, 2299 2299 

Bamk>Ha«V*.W2 16.99 16.99 

BafnliiCrieaa 16.99 16.99 

&alnnChcitiM IE.43 16:99 

B«*to1r«Fu1 Weill 15.99 15.99 

BlndcWamw 16.99 16.99 

BofnhofBob 16.99 16.99 

BrainBlaswr 16.99 16.99 

Bolraval _ 16.99 16.99 

Burtftogons 16.99 18.99 

Chip5-Ch<*«f)ge 16.99 16.99 

Cabal _ F*A 14.96 

Cyturailll 14.94 13.99 

CoMHZ 16.99 1699 

Chase HQ _. 14.89 14.99 

Crura ftfrifcs&K* , 1*» 14.99 

Chu£*.fl«* 15.99 16.99 

Chase HQ II _ 14.99 14.99 

Caplwn 15,99 15.94 

CdrVeUO 14.99 14.99 

CruisttTwlht: Corps* ....... 1699 1699 

Offl»WOT 14.99 1*99 

Cflda*er 1499 1699 

C*tfcaGT4Raty _ 1699 1699 

Croc* VMgvsATF „,_ 1599 ib.99 

Ce*rlu>klrt 1699 1499 

Carthago 16.99 16.99 

Corporation „ ..,,,9,99 9.99 

DraoonLair >l |Timewarp> 26 99 26 99 

DragonWars 1639 16.99 

LV^mtal^buggBr in.Slli 1594 

DraoonLaJr 26.99 25 99 

DragonWiria 13.99 13J99 

rxayscil 1 imnrKtr „ 1999 1 5-99 

OdtTrdooy 15.99 1599 

Epk: _ H.99 1 4.99 

E5WAI „ I6.fr9 1649 

EL»oSup6n*a(jue 13.99 1399 

Fl BCcmhBl Pilot 16.99 1 6.99 

F1 9Hfl*aliaKv „„. _,,_„_„, 14.99 14.49 

F19SieatfiF*|h»f 19.99 19 99 

Final Cor*ct lfl.99 16.99 

Fmai wn«tJe 6.99 6.49 

FeudaJ Lords 16.99 

F1 17A Si .99 21.99 

ForePiay, „„„,.„ .„., 19,99 1S.99 

Ughnyiho mtnidor 16.39 IBIKi 

F15Slr**EBfllel 18.99 19.99 

Future BadMbo* lfl.99 16.98 

ftunshtpaOoa 31 .99 21 .99 

OenflfitsHhan 21.99 21.99 

Gettysburg 16.89 lfl.99 

Gaiirflfltlll 1499 lfl.99 

Gods 16.99 15.99 

GofclenAxe 1689 16.99 

GcHjoncirrhflAjhacs 1699 1S.99 

GunBoal 1699 16.99 

HarpoonflNe^ 19.99 19 99 

HiifiirairBii«s m.a» ia.99 

HaidQrMril-., 14.99 14.99 

Hawk 19.89 19.99 

HnrraOurraHIMngl 21.99 21.99 

■nperUm 16,99 14.99 

►nmorlato _ 15.89 15 gg 

►cm Lard 15.90 15.99 

international Iw Hockey 1699 ls.sa 

niSarHipQlit-500 _ 1699 16 99 

teniae. 14.99 is.99 

hnhH„u,. u „u.„.„ u „., 14.99 14,99 

JanwsPond 14.99 14.99 

Juprlm MaslcfrJnvr! _. 1499 15 99 

KMngCtoud ..„.„,., 1699 15.99 

0*1111 Meg) _ 1689 15.99 

KjckOfl II !■!.:■ TUog) li.99 12.99 

Lflrnrmrga ... 1599 15.99 


TITLE ST AMItSA 

UMtPalKH 14.99 1489 

Lined l-ir? - ^..,16.99 16.99 

U»m - ■■■■ 1S.99 19.99 

LastNillialH 15.99 15-49 

LdtanGuiLBnyS 21 .99 Si .99 

UNUtEVrft ...IMS 15.99 

Wl Tank Platoon _ 19.99 19,99 

Magn#1icScroH 18.99 1649 

MewlM*si B r 15,99 lfi.99 

M*lPrciKsKwMrxinr1i . .. li.99 5.99 

MichightRcajslaiite. 14.99 14,99 

Mio^lflter 19.99 19.99 

MKJwnberll „ 19.99 19.99 

Mreirohinyflaccrr; 1b,94 15.99 

My*... 15.99 15.89 

Mystical. 1699 16.99 

MigKliFukyurn) 2 1. 94 2199 

W.-,nfc.-v-4.ix: 1499 16.99 

Mli.D.S 1599 15.99 

Murder 1699 1699 

MarnlitRi litfb 1&94 18 93 

Narc 1459 14.99 

r*gWBT*1 1699 16.89 

Nahlftnefl^ArcadeJ ... 1499 14 99 

NaMcySaals 1 4.49 1 4.94 

NigKbraecHAdvarHiirtJ _ 14.99 1459 

NHMefenOngSKyyll ■ 1 &99 1599 

NnpKoma 14 49 1434 

Nrbo 16.99 1699 

Qbilua 21 .99 21 99 

OperahrnSlMltti 16-99 1599 

("Jprnabcn Thundcrborl 14.99 1459 

Pang 14.99 14 99 

PlwfcHorM — . 1999 1999 

PGAGnttTcur „.™.„,^..» 1$.99 1S99 

Ptottir^ „ _ 14.99 14.99 

ParuaKiCkBMilng 16.99 16.99 

PulPiC , 14,99 14.99 

Paradrod94 lfl.99 Ifl99 

POpjIaa + SmOty 21.99 21.99 

PowertwosB.............. .„.„.,.. 18.99 1999 

PrtowflfPeum - 19,99 19,99 

HAnbcwIslanoa 14.89 14.99 

Remegude iCisnOp - HKa|> H.89 14.99 

R-Typell -. 16.99 16,99 

Rmk liangeroLB.il _ „ 1699 lfl.99 

Rabocnp 1-3.99 13.99 

Rabrxxipll 14.89 14.99 

FtOflUe Trooper 14 99 14,99 

S^aGftfcfnpff 14 94 19.99 

StarTrakV.- 1489 16.99 

ShaftowW-BmLT 14.99 14.99 

SmEarm 16.99 18.99 

SMfCortrol 14,99 1699 

SMPcrCara.il 1699 1699 

5narJo*cntt»eiBe«Hii ..15.99 15.99 

SharkiivDancor 1694 lfl.89 

Sh/Spy _ 14.99 14.69 

SMflrDtt 1699 1699 

BpacoAgs,,,, 2699 24,99 

fipocdballl 1689 1689 

SnuwJuka 15.99 1699 

SpWerll. 1599 1St*9 

5oc«rc4Boa0FlBCtng ,.,,,1599 1599 

SupcrManaoo 16.99 1499 

SwilL+iBtedell 15.99 15.99 

SptnduyWorkfe _ 1999 1499 

SnuxRfnacy 19.49 1494 

SWIV 15.98 1599 

TearmSAizuki t5.99 1599 

Twrr.Yankw „„ 19.99 1999 

IcerageMutarlHcfocr. .- lfl.98 1fl59 

The P wiener 16.98 1699 

nalroadTyHwri 18.99 1699 

TosiDrmilll 16.99 1999 

TheirFinRttHour 19.99 19.99 

TorvahWieWajflor 15.99 19.99 

TaW. 14.99 1499 

Total Riicall 14.99 14.99 

TaumamsrTlGdf 16.99 16.99 

Tuffkan 14.99 14.99 

TurricanM 15.99 19.99 

UHimalcV lfl.99 lfl.98 

ummaleFlde...-. „ _ 18.99 16.99 

UMSM .... 18.99 16.99 

UNSr^jadrai 15.94 16.99 

USSJoh-nVDung _ 18.89 16.98 

Vfl*Jr» 15.89 19.99 

VllJWta 16.99 16.99 

Vb 1499 18.98 

VLTxkxjMiohimBrt _ 15.89 15.98 

Wlngs<HaH Meg) 18.99 16.99 

Wingsf, (Mngl lfl 94 '6.HS 

WWta BoarhnMegJ 14.99 lfl.98 

WartodilheAMeno* 14.89 14.9S 

WbndfftBnrj ,.„. _ 1609 19.99 

WDrfpack 14.99 lfl.99 

WralhdlheDsrrtoa 16.99 lfl.98 

WfJtwa 16.89 16.99 

ZOW_..„. _ 16.99 19.99 

2Htiiu 16.94 lfl.»9 


HOLLYWOOD COI LECTION 
R-iitiCcip, GIvsilbListera 2, Inoiana Jones, 

Bartman The Mo^kj 
ALL FOJFt GAMES FDR ONLY 1 17.99 


EDITION ONE 
OcKjbk* Dragcin. Xniiftrt ficniini Win^ and 

ALL FOUR GAMES FOR OHLY Cf5.99 


POWER PACK 
Xenon 2, TV Hporls 1-ootraJI. Blood vn/cn a no 
Lomtuird Rally 
ALL FOUR GAMES FOR t>HLY C" M 


SOCCER MANIA 
F<K:a;ill Manatjei 2 Gaua'a Soccer. Ma oprose 
Soreer and Focdr>al Hanaoer 2 WwW £<m Edrticn 
ALL FOUR GAMES FOR ON LV C1 6.99 


TNT 

Hard Drwin. AF«1 XylxiU;, TCxibin arid 

□ragon Spinl 
ALL FIVE GAMES FDR ONLY [15.99 


FULL BLAST 
Chicago 90. Rck Dangerous. Highwaiy Palrnl 2 
P47, Carrier Command and Ferrari Formula One 
ALL SIX GAMES FOR ONLY 17.99 


LIGHT FORCE 
Bin Chaienge IK+, Voyager and R Type 
ALL FOWR GAMES FOR ONLY E14.99 


CHALLENGERS 
Kick Off, Super Ski, FigrKer Bombw Gfear 
Courts and Slunlcar Racer 
ALL FIVE GAMES FOR ONLY % 17.99 


FUN BOX 

Kurt Purple, Salurn Days. Homages ar*d Op 
ALL FOUR GAMES FOR ONLY £4.99 


FLIGHT COMMAND 
Eliminator, Strike Force Harrier, Lancaster. 
Sky Fok and Sky Chaso 
ALL FIVE DAMES FOR OHLY E12.99 


MASTER MIX 
Super Wcmderbox, Turbo Outrun, Dynamrle 
Sux, ThunaerblBce and CracKctown 
ALL FIVE DAMES FOR ONLY £16.99 


COMPUTER HIT 55 VOL 2 
Tkms, .oe Bla;:^ CiOten Pa1h aid 
Black Shaxtow 
ALL FOUR GAMES FOR ONL? E6.99 


PLATINUM 
Blach Tif|Br Strieder. Fo»igat1on Worlds and 
GhCMa* and Ghu4l 
ALL FOUR GAMES FOR ONLV £16,99 


MIND GAMES 
AuEtfirtz. Walenoo arc Conhcl in E trope 
ALL THREE GAMES FOR ONLY £14.99 


HEROES 

Barbarian 2, Hunniig Man, Slar Wans ;i nlil 
Lioence to Kill 
ALL FOUR GAMES FOR DULY E 16.99 


RIG BOX 

Catfain Hloori, H.vnr [ii.ns. lonnngr Cuncn, Uuntki 
Plus. Tm Tin or 1hc Mnon, Purnc fijlun Da.y 


Kryplwi £qg .lumpng Jackson. Ba So Hca-.ncon 
ALL TEN GAMES FDR ONLY £16.99 


MAGMJM 4- 

4Fnrrburner. Double Dragon. OperaHon Wolf and 
Balmen Caper 
ALL FOUR GAMES FOR ONLY C17.99 


FIST OF FURY 
Dynamrln Dun Shinntai. Ninja WarrKlrA. 

Double Dragon II 
ALL FOUR GAMES FOR ONLY E16.99 


WHEELS OF FIRE 
Hand Dnwi , Chase HQ. Pcwerdrirl and 

Turtw Oumm 

ALL FOUR GAMES FOR ONLY £15.99 


POWER UP 
AHared Beast. Rainbow Island, K Out, 

Chase HQ, TuTic&n 
ALL FTYE GAMES FOR ONLY El 7.89 


PRECIOUS METAL 
Kenon Captain Rlmx! Cnuy Cars and Arkanoic 
ALL FOUR GAMES FOB ONLY £14.99 


FIVE OF THE BEST 
Escape 1mm the FHanet of Robot Monsters. 
A P R. Klax inciiear&is. Cvbfr:ball 

asm 


BUDGET TITLES UNDER £10.00 


U»n»TQKl 
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B 99 
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6M 
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699 
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ess 
«H 
69* 
t-M 
«90 
699 
699 
699 

ese 

699 


DoUtaO'DDOn 6 99 

AnarBunw 69B 

VWiU*l •« 


AJ99 

7.99 
B99 
B.W 

c.se 
fJ.99 
0 99 
B.9Q 
B.93 
699 

&as 

699 
699 
f. nn 
a,ae 
699 
6W 
£00 
6H 
689 
€-99 
6.99 
6H 
699 
6.99 
6.99 
699 
699 


Arimnldll 

FirtuiuE** 

•-IcojKoog Pt-oey 

Uk<ri*H w>" U«™^ I ker 

n«lcrirMEjnri 

Gut: dI o»c bq ja' ck 

UoLxSlnpFtfcor 

OcicwmQmm 

TonkAtlKk 

a-aUwoltwUeas- 

KowMffl 

^uirirccmmanrJ , 

CranrCan 

Co>m>orrlBlC)rcu9. 

HfCTiHi-^iiCiiirttlcOiiiltiiy 

UuawaadclbiBcf Phctei 

lirkl 

Casr-K Prates - 
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999 
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R» 
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.696 
B.M 
B.99 
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6 99 


GnrjRunntr ._ 

CimnrllWiHj 

OcrtrvdwcrlhoCnum B,99 

KmmiHHfi'Acrldi _ 6.BS 

^nTShRn.jH A, 94 

■^MMltMl.... S. 99 

O^nxn^aonOlnTnloCrhirl BlB9 


AMICh. 

699 
£99 

D5 

699 
699 
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SJ99 

B.e? 
fi.-W 
B.99 
H 99 
B.?3 

6.96 
B. 99 
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0898-234228 24 HOUR CREDIT CARD LINE 


Please make cheques and PO's payable to Legend Software 

Computer 

Title Price Title 


Access 

Date 

Price Name 

Address. 


□ Visa 


□ 


Postcode 

P&P FREE IN THE UK - EUROPE El .00 - ELSEWHERE El. 50 Telephone 


REVIEW 


Despite a slow start Silmarils' combination of beat 'em up and 
puzzle solver offers a superb graphics, a thumping soundtrack 
and more enemies than Saddam Hussein. 



THH t VISORC IS the most versatile of all ihe robot*. If* 
leaping Ability help* neiiotiate swamplands and platform- 
bared Levels, white its weaponry and Kad^e-l? can defeat a 
1-nrge number of opponents. These include a magnetic rope 
(allowing vertical (ravel), a powerful battle-axe, a fork-likv 
grabber and a devastating lightning weapon. 



THE DINOSAUR IS a vital alternative weapons synlem 

which tumtf intu its own when combating eye or %r 3 

level opponents. It has a long neck and deadly bile, a 
shield system, tail- and head-mounted flame-throwers, cyc- 
lase rs and (he Cybcrstyx-007 remote device, This- last item 
is ,l sin nil., irtsectoid robot launched from the beast's hit It 
which can activate the switches other robots cannot reach. 



THE TANK IS the least mobile of the three robots, 
mounted on uaLei]iilbi trait*,. It's a quick-response weapons 
system, equipped with five-way overhead rapid fire, a nifty 
missile launcher and a head-mounted radar. 


THE HUMAN RACE HAS SPREAD across the 
universe like locusts across, a wheat field. They've 
been there, they've done that... and now they're 
bored. So, for want of better things to occupy their 
time, they've created a race of bio-technologkal 
beings to run the show, started taking illegal 
substances and indulged in the kind of activities that 
can't be described in a computer magazine. 

It's a recipe for disaster - and that's exactly what's 
happened.,. 

A nasty piece of bio-technology called Arod 7 has 
woken up and decided that he is going to wipe out 
the entire human race - and has mercilessly 
slaughtered billions of people in the attempt 

The few people that have managed to survive have 
now hit upon the ruse of creating a second 
generation piece of bio-technological hardware, 
nicknamed Metal Mutant, They reckon that if they 
send it to Arod 7's home planet of Kronox, it could 
infiltrate his defences and give him a damn good 
thrashing. 

But what makes them 50 confident? This - Metal 
Mutant can transform at the touch of a button into 
any one of three different robots. How's that for 
versatile? 



MUTANT 

our 


SOUND 



OURAeiUTY 


OVERALL 



PUCIfH 
E SIILL IHffES 


THERE ARE OVER 40 different types of 
enemy, many of which require distinct 
tactics or weapon* U? defeat, Each level 

has its own unique collection; you'll find 

plenty of lizards, flying reptiles and mini- 
dragonx in (he swamplands and robots 

galore in (he factory level. Arod 7's space 
palace is a law unto itself - anydiinu < n-n 
be lound there - and it s guaranteed that 
you won't like it. 



THE ONE JUNE 1 99 


,■71 


SHOULD YOU GFr LOST lei (he factory level,, yon could find 
yourself in die mines. This is no plate for a saviour of (he 
universe to »el caught: danger* and trips lurk in every corner and 
you'll In** plenty of energy trying to escape. I«'<s best to avoid it 
([■■■■lilctcly - particularly when you run across creatures like these 
hlo-robotic spiders. 



SEVERS BfSMMWIM* W» TWB CMTUS 


THE CLOSER YOU GET tu Annd 7, ihe more difficult ihc puzzle* become. The last few 
screens before you encounter him lake place in this mystical span- complex, Metal 
Mutant is set a scries i>f tests which he muni solve, or die in ilie attempt. These include 
the ability to repeat music and » real stinker which pit* you against an exact clone of 
yoursell: fire al it and it fire* riflht back. But hiw <lo you get past that donr? 



BMROMltHTllill TERPtlMflTEB 


THF. SHOW-DOWN WITH AROD 7 is the toughest test of Hie lot. Having honed your 
joystick reflexes on over 100 screen* by this stage, it's now time to put your skills lo the 
tcsl. As you can see, Arod is a wiant skull with a television screen built into his hcadr this 
screen flashes icons at you corresponding lo the weapons you have collected throughout 
the jtamc. If you don't respond with the appropriate joystick movements, you'll survive 
about as loriK as * flatfish in a blait hole. 


THROUGHOUT THE GAME you stumble across an ALOC saucer, without which your 
life on Krortox would be impossible: it allows you to save your game position and 
statistics to date, and renews your energy supply- Only the cyborjr can link up with it, by 
standing directly below the ship, opening his skull and interfacing with an on-board 
energy supply. Be warned, however the craft is easily deSttoyed. 


MMTAL MUTANT IS INITIALLY 
DISAPPOINTING: alt you do for 
the first few screens is match 

appropriate manoeuvres to 
combat situations and beep 
plugging away until your 
enemies are destroy erf. If you 
persevere however, you begin to 
discover the game's appeal; 
horrible puzzles, 40 different 
types of monster to defeat and a 
variety of weapons and gadgets 
to acquire* it's really a ISO-screen test 
of memory and; joystick dejtterity - 
opponents come at you quickly, and if 
you haven't selected the right droid or 
weapon to face them, you might as 
wel I kiss goodbye to your energy. This 
isn' t too much of a burden to begin 
wMt since in the early stages you can 
destroy some opponents in variety of 
ways and fa 


experimenting 
you select the 
more effective 
methods. The 
difficulty is 
cleverly graded • 
so that 

{hopehiHy) by 
the time you 

face Arod you Ml have the necessary 
reactions to knock his lights out- This is 
Just one of the game's neat touches - 
others include a 'save game 1 option 
which doubles as a source of energy 
and three difficulty levels, the third of 
which ts really tough. After that, good 
sound effects and graphics (including a 
host of excellent an imation sequences) 
are j ust the Ic f ng on ; the eafce* 



Gordon Houghton 
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103A ST JOHNS HILL 
LONDON 
SW11 1SY 


PHANTASTIC 
GAMES 

16 BIT SPECIALISTS 


VISITORS WELCOME 
SOFTWARE 



071 
738 
0617 


24 HR CREDIT CARD HOT LINE 


Title Price 

A-10TankKiller £25.50 

A.D.S.... ... £17,99 

Armou r Geddon £ 1 7 .99 

Awesome/T-shirt.. ............ ..,£25.50 

Back to the future 3 . £1 7,99 

Captive .. £17,99 

Chaos Strikes Back ...£17.99 

Cruise for a corpse..... ,.,£17,99 

Deuteros £17.99 

Dick Tracy ...... £17 .99 

F-19StelthFighter £23.50 

Full blast, £18.99 

Gauntlet 3 ...£17,99 

Genghis Khan £29.50 

Gods -Special ,£16,99 

Golden Axe ..£17.99 

Heroquest, ,..£17.99 

Hollywood Collection .. .£21 .50 

Indianapolis500 ...£17,99 

Kick Off 2(1 Meg) £17.99 

KillingCloud .....£17.99 


JOYSTICK 


Cruiser-Black ...,£8.99 

Cruiser-Auto ..,£11 ,99 

Speedking-Std £8.99 

Speedki ng - Auto £9 ,99 

Cornp pro 5000 , „ £1 3.99 

C ontri ve rChal lenger Cable £23 ,99 

Contrive r Chi lenger I ntra Red..,. , £29 . 99 

Stingray £13.99 

Stingray Auto ......£14.99 

Navigator Auto ...£13.50 


NINTENDO 


NES Control Deck. ,. £77 99 

Guntlet2 £35.99 

Grernlins2..., .....£35.99 

Mega Man 2 £35,99 

Super Man q Bros2 , £34.99 

Bayou Billy ,.. £30,99 

Tron Sword .,..,.£30.99 

Faxanadc £2699 

Solar Jetman.. ,.,.£26,99 

Tetrte £21.99 


Title Price 

Lemmings ,£17.99 

Lotus Turbo Challenge ...£17.99 

M1 Tank Platoon £21.50 

Mega Traveller 1 £21.50 

Midwinter 2. .....£21,50 

NAM £25.50 

Nightshrft , £17.99 

PanzaKick Boxing...,, .,£17.99 

PGA Go If Tour £17.99 

Platinum...,.,...,,,,.,., , £17.99 

Powerpack., £17.99 

Power Up £21.80 

ProTennisTour2 , £17.99 

Secret of Monkey Island - 

Special.. ,,,..£21.50 

StDragon £17.99 

SuperOff Road „,., ...£1 7,99 

Super MonacoGP ,. £17.99 

S,W.I.V. -Special ..£16 99 

Wheels of Fire + £17.99 

Blank DisksXIO ....£6.50 


HARDWARE 


Amiga A500 , £330 

Amiga A500 - 1 Meg , £375 

Contriver5-in-1 Mouse .., £24.99 

Contriver Am ig a Mou se £19 .99 

Vz MegUpgrade.no clock + D , M aster £34 .50 

YzMeg Upgrade clock + D. Master £44.50 

Amiga drive + RUF/Beast/K,0./ 

B. Squadron... , ..£7999 

Lightgun £44.50 


SEGA MEGADRIVE 


Sega Megadrive £1 49.99 

Afterburner 2 £32 99 

Ghostbusters £32,99 

Ishido , £32.99 

James Pond £34,99 

Moon walker/ Video £34 . 99 

PGAGolfTour... ..............£3499 

Sword of Sadan ... £34.99 


THESE ARE JUST A HANDFUL OF WHAT IS AVAILABLE!? 
ALL SOFTWARE/HARDWARE IS SUBJECT TO AVAILABILITY 
NEW TITLES SENT ON DAY OF RELEASE 
£1.00 p&p ON SOFTWARE/UP TO £5 ON HARDWARE 


REVIEW 


After numerous incarnations, the world's most popular science- 
fiction Role-Playing Game is finally available on 16-bit. Paul 
Presley sees if it's been worth the wait* 


"5 


ITHEZHO&ANI 



LIFE IN THE 51 ST CENTURY is rougher than ever. 
Mankind, now under the rule o-f the Third 
lmperium r has realised his dream to reach into 
the stars - and has made contact with all manner of 
weird and wonderful alien life-forms for his trouble. 

The most alarming of these extra-terrestrial 
contacts, made in 5018, was with a virtually identical 
race known as the Zhodani, The contact was not a 
pleasant one, however, and the first of four Frontier 
Wars soon broke out between the two races. 

You'd think that after four bout$ of inter-stellar 
genocide the two sides would have had enough, but, 
for reasons best known to themselves, a group of 
corrupt officials within the Imperi urn is preparing to 
start a fifth - and, as always, there's only one person 
that can stop them. 

Well five people actually. Barely 10 minutes ago, 
your merry band of travellers was having a quiet 
drink when a frantic young lady pushed a 
holographic disk into your hands, burbled something 
about a traitor and was attacked by a group of thugs. 
You made your excuses and keft... quickly. Now it 
seer™ there's a price on your head and every bounty 
hunter in the galaxy is on your tail. 

SOj, to take stock of your situation: you hold the only 
evidence which can expose the traitors and have to 
deliver it to the officials on some faraway planet - all 
of this under the less-than-friendly scrutiny of the 
meanest villains in the cosmos. 
It never rains but it pours... 



N A SIMILAR 
STYLE to Star 
Trek, each of your 
characters i* 
as si gnu d Icj 
different stations 
on board the ship, 
tht 1 nut% L 

Important of which 
is l he computer, 
from which muni 
clement* are 
controlled. 
Features such a« 

auto-larKetinK ,m *' 
t?t:lic predictors 
are all available 
from the 
umcruuv 

AS WITH ALL 
RPGs, character 
generation play* .in 
important part In 
the proceeding - 
but here there'* n 
ditterence: each 
character chooses 
a career in one of 
five military 
services*. A I tin: 
end of this period 
of scrvicc r the 
now -trained 
participants arc 
released into 
civilian life to start 
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I J HE IN T HE 
WORLD of 
btcgaTravi'lk-i is 
viewed from 
Above, with cadi 

colour-coded, fnr 

(•tier 

idunlili[-.iiirbn. ( )i 
course, toiLli j 
price- on your 
hvad, local bounty 
1hliI1lt\ art. 1 jiiwjiyii 
Imikiiiy 1 1 h m.ikr ,l 
quick Imperial 
Credit. Should a 

lijjhl liru.iL. twt, 
the (cam splits up 
<irul each character 
is I'firMmlh'd 
individually from 
the control panel 
nn lln- ritjhr, 





\ I 

ranmai cm i 
■ *r-nFi 



li 


11 



REVIEW 


IN ( JkJJMt I (> KKACH YOUR FINAL 
DESTINATION, it's necessary to obtain 
u Jump- 3 Drive - the bad news is lliesi- 
">st over 3,t»»>,tHHl Credits apiece. The 
best way of earning this wad is through 
ink L r-planctary trading of the Ml avniljitik' 
types til ctfku: including everything from 
fertilisers to rulmts. T he Marporl tradinp 
market isn't always thu lust plate ia sell 
your m. ii !■. though... 





t 









f HKKH S AT LEAST ONE 
ALTERNA I IVK way lo make money... 
piracy. This ha* notfcing k» do vfith copying 
disks however - piracy iiivulvu* .K tasking 
HitluT ships and stealing their ear^o. Be 
wanted Ihimjjh, suine ships Arc prepared 
for this eventual it y jiiU I'quip their cargo _ 
bayv with timed detonation devices. 




ASIDE FROM TRADING, the most 
important iatnn of the game is ^inhering 
information on the traitors and their 
nefarious activities. Bars are always a 
good sou ret oi gimsiri. although most 
people wilE expect j little nmttiity in 
return for their trouble. 

SPACE, THE FINAL FRON I IEK. To 
boldly no where no one has h""*-' ln-liir*-, 
vc:ll iiL-fil a ship, Movement in outer 
spaee uses strange ineriia-based 
conlrols, slmiUi in s<>le to %\w tlawk 


A. well 


THE PVtOST ACCURATE 
DESCRIPTION befitting 
/We ga Traveler f is to liken it to 
Elite without the graphics... but 
with a plot. Although it's an RPG 
at heart, the trading side of 
things will appeal to all those 
Cobra Mk H pilots who longed 
to he able to land their craft. For 
anyone who has played the 
table-top game, a lot of 
elements are going to appear 
very familiar: the excellent character- 
generation system, the planet names 
and the whole 51st century 
environment are all there and all very 
well implemented. In truth, there are 
only two problems with the system. 
The first of these concerns the space 
travel; the OfoVstyJe control method 
becomes very awkward until you get 
used to it (and that could take quite 
some time). This is especially true when 
the planet which you're tethered to 
doesn't want to let you go, The second 
problem is far more damaging and lies 
in the crust of virtually every RPG 
available - combat. The trouble is that 
everything is 
run in real- 
time, which is 
a H very well 
for an all-out 
action romp, 
but it's next to 
useless when 
you're trying 
to control f ive 
different 
characters. 

Granted, the 'Orders' command helps 
out but it's still far easier fust to group 
your team and run from each fight. 
However, if you overlook those 
problems there is a nicely-crafted 
game system in there. The on-screen 
presentation is superb, the planets are 
varied enough to provide explorers 
with plenty to be getting on with, the 
trading aspect and plot devices are 
intelligent and the 'Stations' section on 
board your spacecraft is very well 
handled, Ultimately, the decision as to 
whether this is the RPG for you boils 
down to whether or not you want to 
get caught up in a great deal of 
combat. If not, then Meg a Traveller 1 
provides plenty of challenge. If so, then 
unfortunately you'll have to look 
elsewhere - MegaTravefler 2 perhaps? 


Paul Presley 


table-top 
conversion, 
sadly deflated 
by the 
unwieldy 
combat control 
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REVIEW 


Being a conversion of an all-action coin-op, IIS Gold's scrolling 
shooter has an obvious advantage over its rivals - but does it do 
justice to its arcade parent? 


MERCS 

US:£bid 

OUT 

'GRAPHICS- 


SOUND 




AVING PLAYED AS MANY COMPUTER GAMES 
as you undoubtedly have, you should by now 
step naturally into the role of being either a 
hero or heroine without too much alarm. Even so, 
you've rarely strapped on pecs as pulsating as those 
on offer in this latest US Gold CapCom coin-op 
conversion. 

As ever, the size of the heroes' muscular bulk is 
inversely related to the amount of brain power 
needed to complete the game, so there's no need to 
worry about about wasting any time on background 
here: your macho, muscle- bound hero (whose brains 
don't quite match his brawn), with the help of a mate, 
takes on almost unfeasible levels of cannon-fodder 
along an eight-level route. 

Okay, so some of you refuse to sign up until you 
know the story, so here goes... The former US 
president has been token hostage by a group of 
foreign villains, but, for some diplomatic reason or 
other, the US government can't intervene directly. 

This is where you come in. As head of an elite corps 
of mercenaries, known as the MERCS, you've been 
commissioned to rescue the President and halt the 
rebels' attempt to take control of the country of 
Zutula. To achieve this, your mission is to land in 
enemy territory, break through its tank line, 
neutralise the 'Scorpion' attack unit, penetrate the 
mountain pass, destroy the enemy's supply line and - 
finally - 'neutralise' the enemy's HQ. 

Feel better for knowing that? Good - now get out 
there and get blasting... 




AS YOU i'.XSl SiKH, when the going gets 
tough, Lhu Lciu^h 4cut smiling--. "I Tit main 
challenge is to dodge the opposition's, 
bullet* and splat them with yours - simple, 
eh? Using this no-nunventie method, all 
that remains is for you to find a way 
through the eight-level jungle, causing 
havm anil mayhem thruughoilt YULir 
journey. 


SHOULD yOU HNl> YOURSELF up 
against a hnlck wall, wire fence, tree, 
elephant - in fact, any large obstacle - do 

the nHvMHi*. (hing.,, blast ihe hell OIU oi it! 
The usual result is a clear path itjr yrm tt> 
stroll straight through. 
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should you 

GET TIRED with 
walking through 

[lit; jim^U- .1 niL 
i\ .uJinj; thruu^-h 4 1 ■ l - 

wafer, you can 
always hop into a 
penp (which hns 
cnmn For hnch 
plavefs:, a tank, or 
even a bovercrsfti 
Tll^re is rule Mii.nl I 
point at (hk stif!C 
which differs from 
tin- cirijiinnl: in the 
i inn up ytm have 
Id shoot ihe jeep's 
original occupants 

huh: re Ijikinu I hi l ■ 
v.ln.ul - 1 1 Lit vhhll 

simply hop in and 


/7v v • .y 





JUST WHEN YOU THINK that 
you've pot to the end of a level, up 
pops the massive end-of-lei'el 
midnliJii. I Ik-- r mm hills Ltinie' in lln 
shape of some type of military 
hardware; helicopter, tank and 
harrier jet tci namp hut thrvc, 

DURING YOUR hard-earned rest 
Hi'twfen singes, you're greeted by an 
intermission screen ni a hcinky guy 

in a posey stance. Thfo r supposedly, 
is you, so maybe a little practice in 
frunt tjf a mirror is necessary- 




TWOf tAVER 'COMMANDO- 
STYLE" SHOOT 'EM OPS are 
always big hits in the arcades: 
all they have to do is offer 
enough opposition soldiers and 
hardware to attack in force arid 
a few new weapons to wipe 
them out with and the coins 
come roiling in. Mercs is, as 
you'd expect, no exception - but 
we're not here to heap praise on 
the arcade game {although it is 
very good indeed!), we're here to see 
how good the conversion is, And 
basically, the answer is that it's 
good(ish). Conversions should be 
judged in two ways: as re-creations of 
the original or as playable games in 
their own right {or maybe even as a 
mixture of both) - Mercs almost hits 
the mark in both cases. There's little 
problem looks -wise, ail of the sprites 
and backgrounds are well executed, 
although the main characters move a 
little too jerkily for comfort. The 
problem's certainly not in the 
soundtrack either; the groovy music 
gets you straight into the swing of 
things, while the massive explosions 
and great cross-fire sounds all add to 
the excitement. The problem is that 
the whole 

A competent 
enough two- 
player 
blaster, but 

it loses a 
little of the 

w '. ' 


thing just 
doesn't 
capture the 
'feel' or 


excitement of 


the coin-op - 
there are too 


original's 
'oooomph!' 


many 
i n stances 
where the 
action slows 
down (very 
bad news nowadays) or where the 
nature of your opposition is too 
indistinct, making the proceedings 
more confusing than exciting. The two- 
player option does, however, pull the 
game up by its bootstraps. Having to 
choose whether or not you pick up the 
extra weapon or leave it for your 
partner adds an extra dimension (every 
man for himself, and all that!}, while 
two heads are better than one in terms 
of getting further Into the game. 
Ardent fans of the coin-op will have no 
problem getting into this one - others 
will probably only bother if they have 
a friend around. 
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Very few of the classic games of the 8-bit era have been reworked 
to make use of the extra eight bits. Novagen's shoot 'em up is 
one - but is it a worthy enough effort? 


ENCOUNTER 

• 1.:; 

our 

GRAPHICS 



OUftABIUTY 



PLAY ABILITY 


OVERALL 



f ti Jfr fc ^^^mlIU > f ^ijk \ h 


Encoui 


it ■ 

SITER 


YOU RE ALONE in a three- 
dimensional arena - equipped only 
wi'h a laser and ihc ability to 
mlp.li thrcju^h loU",.- but we're 
HoLct^ rn have in cul lite scene- 
setting short, hceausc a yellow Oid 
has just appeared on the radar and 
if yem don't shout il prflty rjiihkly 

then you're dead! With that mi .ill 
matter out of (he way, a quick 
Klance at the top panel reveals drat 
>im liave nine targets tl: destroy, 
two shields. Deft and you're fuiH on 
level one (pathetic I ). The vast 
majority of your hmounter time is 
spent iii this, arena, where you 
cither fight and survive or flee and 
be trushed, Those pillars which fill 
die laiHlMn.pt' lit' (If it nil l.ist'r sliuls 
(both yours and the enemy's),, add 
a small touch of unpredictability to 
(he proceedings. 


I 


[SCORE' 


F THERE'S ONE THING that all of the great 'cult' 
programmers have in common, it's that they don't 
release very many games. This is especially true of 
Paul Woakes, the man behind the classic 3-D space 
exploration games Mercenary and Damodes {which 
was, after all r Mercenary if). 

Before either of these though, came a more 
straightforward 3D shoot 'em up, Encounter, which 
M was, to say the least, revolutionary for its day. That's 
not to say that it would still impress though, as its day 
was over seven years ago! 

This isn't exactly a prolific output, but Woakes fans 
(let's call them 'Woaksies'} should be pleased to hear 
that things are speeding up a little, As Novagen's 
Bruce Jordan informs us: "His average is improving - 
he's up to one a year now." 

The next result of this sudden burst of activity will 
be Mercenary ill - The Return Of Damodes. This time 
around, the game will not only include an even more 
impressive 3D environment than Damocles, but also 
something which has never 
appeared in any of Mercenary's 
previous incarnations - an enemy. 

KC Kim is the evil-doer in 
question, whose actions more or 
less mirror those of the player's, 
making Mercenary III a true one-on- 
one battle. As long as Mr Woakes 
doesn't revert to his old ways, we 
should bring you a full review over 
the next couple of issues. 

HI fell:! n1 




i i r j i ! r J c"? 3 


0 - * 






. * 

OCCASIONALLY, a 'kamikaze' Oid hurtle* towards yon (topi - leaving you little option 
but to blast it to oblivion before it make* contact. Defeat all of these and a 'star gate' 
opens, jilltiwiuji actus s Lcj the next level. hu( only if sou mimve (he intervening meteorite 
tlorin... This is x\\ a matter of dutkim>, diving, dodging and dever path -I hiding, siniiiai in 
nature to the asteroid field in Atari's Th<- Krtpire Strike* Hack coin-op. And should yon 
surv ive this fierilmis str^t* h cil viiid, why not try turning on the spot to go back through a 
st'tond tiling J'hu rL-1nrri Irip gets faster - and consequently more danjje"JViS - eaeli Liiilu 
you attempt it. but every HiKtessful tompleiirm slips yon hiTward ititplliLi precious level. 


ALTHOUGH IT COULD HARDLY 
QUALIFY as a candidate for 
conversion to the CD TV or some 
other such multimedia vehicle, 
Encounter is good dean 3D fun 
nonetheless. And while the 
general gameplay is going to 
win no prizes for its variety, the 
appearance of such elements as 
the meteorite storm and the 
progressive intelligence of the 
enemy 'Oids' is enough to keep 
the player coming back - at least for a 
white. Despite aM of its claims to be a 
reworking of a classic 3 -hit game for 
the '90s and such like, this is basically a 
3D shoot 'em up in the venerable 
Batttezane mould, which makes great 
use Of the extra speed afforded by the 
newer machinery, but unfortunately 
very little use of the enhanced graphics 
capabilities. The use of a 'psychedelic' 
colour scheme for some of the aliens is 
about the only attempt made at 

including a : 1*1*4— ' ^ 

g ra ph tt f r ill ill PPY 5 HOOT 

otherwise UD WH I CH 

^ look can wi || a ^peai 

described as 
functional. In 
fact, 

functional is 
a word that 
Just about 
sums the 
whole thing 
up. It's a 
good blast, 

but not quite the advance that it could 
have been - especially considering the 
amount of time that's elapsed since 
the original's release. 


'Woaksies', 
but may lack 

variety for 
everyoiie 
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DISK CATALOGUE 

ONLY 75P 
REFUNDABLE ON 
FIRST ORDER 



P D REDELY (ONE) 

BRITAIN $ BEST VALUE AMIGA PD LIBRARY 
THE REBELS TOP 100 "THE BEST OF THE REST" 


OVER 1600 
PD TITLES ALL 
IN OUR NEW 
CATALOGUE 


GAMES 

R1 Star TYgk * (Strategic) 

R2 Star Trek * 3) 2 Drives 

H3 Star Trek (2) New version 

H4 Star Trek (2) V good 

H5 Flash Bier {bolder dash clone) 

R6 Relurn lo Eartfi fSci-Fi) 

R7 PaKman 87 

R9 Breakoul Construclion Sel 

R9 Pseudo Cop fsfioot em up) 

R10 Holy Grail * ftexl adventure) 

Rl 1 Golder Fl^ce (text adventure) 

R12 Hack The Classic D+D Game 

R13 BioniK * (super shoot em up) 

R14 Fish Games fS) (the besi from Fred Fish) 

R15 Battle Force (strategy game) 

R16 Bull Run (civil war) 

R17 Mofia (D+D game) 

R1B Tennis * 

R19 Games Pack 1. Arcade games 
R20 Games Pack 2. Arcade games 

UTILITIES 

R21 Word Wriym ithe pd W/Processor) 
R22 Clerk 

R23 VisicaJc (spreads rieet) 
R24 R.I.M. * (great darabase-J 
R25 S I D. 

R26 Rexibase (simple database) 

R26 Bankn (tinance package) 

RS9 Jazz Bench 

R30 Quick Base 

R21 Ultimate Virus Killer 

R32 Ultimate Utililios 1 

R33 Credit (lent editor) 

R34 Icon Magic 

R35 Cli Tutorial 

R36 Viru s X 

R37 Amiga Fe* 

R38 Trooper Fonts (D. Paint elc) ($) 
R39 c Manual (3) 
R40 UtiSily Dish Set ( 1 0} 


(2) =2 Disks etc 


*=1 Meg 

MUSIC 

R41 MED 

H42 Soundiraeker Inst Set (10) 
R43 Soundiraeker 
R44 Noisetracker 

R45 Sonix Instruments + Music (10) 

R46 Bart Simpson (3) 

R47 Amazing Tunes 2 (3) * Brilliant 

R48 D Mob 4 (brilliant) 

R49 Star Tracker 

R50 Crusaders Bacteria 

RSI Rebels Megablast 

R££ Crionks Meverwhere 

R53 Sour><t ol Silents 

R54 Games Music Creator 

R55 Pel Shop Boys 

R&6 C Bit 90 Brilliant * 

R57 606 Stale Remix 

DEMOS 

R56 Budbrain 1 (2) Over 16's 
R59 Budbrain 2 

R60 The Run (Amazing animation) 

H61 10O C64 Tunes 

H62 Mortal Hangover 

R63 Fraxion Horror (sick!) 

R64 Kylie Demo (2) 

R65 Bfues Brothers (2) 

R66 RAF Mega Demo (2) 

R67 Elvira Demo * 

R69 Predators Mega Demo (2) 

R69 Puggs in Space * 

Ft70 New Tec Demo * (2) 

R71 Viz Slide Show 

R72 Walker Demo 1 * 

L73 Walker Demo 2 * 

R74 Cool Enough * 

R75 Madonna Slide Show (3) 

H76 Crusaders Genesis * 

R77 Wight Breed Slide Show 

R78 USA vs Iraq Demo 

R79 Total Recall Slide Show 

R80 ReaJ Things (birds & Horses) (2) 


GOODIES 

RBI Dope InUomaker 
RB2 The Probe Demo * 
R83 Fractal Flight * 
R$4 Video Applicalions (2) 
R&5 Demolisher Utilities (2) 
R96 Clipart Set (5) 
R87 Boot Champion 
RSS Boot Writer 

RS9 Education Set 1 Age 6+ (2) 

R90 Education Sel 2 Age 13+ (5) 

R91 St Emulator (il works) 

R92 Massy Dos 

R93 Red Devil Cruncher 

R94 Bacteria Demo 

R9S Vision Mega Demo 

R96 Red Devil Utilities 

R97 N Comm {modem soHware) 

R9B Power Packer 2.3B 

R99 C Cofnpiler 

R100 X Copy 


Dea 1 
Deaf 2 
Deal 3 
Deal 
Dps 


Dea 
Dea 
Dea 


pnoes. 


THE BEST DEALS AROUND 

, 1-9 Disks = £1.75 each 
, 10- Disks = £1.25 each 
, 20+ Disks = £ .90 each 

4, Buy 10 PD Disks and §el a free 10 capacity ,no* 

5, No minimum order charge 

6, No post + packaging 

7, No VAT to add 

8, Order betore 3 o'clock and we despatch same day 
9\ Order 3 disks and get a free catalogue 

10, Come to the shop and get another 25p off all 



SEND CHEQUES PfO TO 

PD REBELS 0330 
52 B LONG ST 727419 
DEVIZES, WILTS 


NEWS 

APRIL 1992 

all the latest info 
straight from the 
horses 7 mouths 
including* a couple of 
new computerised 
television shows, a 

new lease 
of life for 



Graftgold's 
Fire And lee, two new 
games from the 
designers of Elf, a 

brand new 




c 

software 


house 
from the 
people that brought 
you MicroProse and 
Sierra, a range of mice 
that are specially 
designed for kids... 


AND MUCH, MUCH MURE. 


RUSH FOR IV 
GAME SHOWS 


AVID GAMERS, WHO'VE 
LONG BEEN IGNORED by 
the powers that be in 
television, are suddenly the 
most desirable viewers 
imaginable it would seem, 
with all of the major channels 
currently looking for a way 
into the computer games 
market. 

The biggest of the lot, of 
course, is Channel 4 r s 
Gmttcsmaster s which has topped 
the three million mark in terms 
of viewing figures, and is now 
almost certainly due for a second 
series to begin in September. 

Hewland International, the 
production company which 
produces the popular game 
show, refused to confirm that 
the second series would happen, 
but it is currently advertising for 


two new researchers, which 
would suggest that it's a good 
bet. 

Not content to sit back and let 
Channel 4 have all the glory 
though, Yorkshire Television is 
in the process of producing its 
own computer entertainment 
show. Provisionally entitled 
Overload, the show will be 
presented by Andy Crane and 
promises to be "'More 
Tomorrow's World than 
Games master," according to its 
producer. 

Other TV programmes believed 
to be interested in including 
computer games coverage are 
BBC's 100 Per Cent and ["TV's 
late night video review 
programme Video View, 
although no firm details are 
available for either at present. 
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REVIEW 


We've had top-down wargames, side-on arcade games and 
isometric RPGs. Now the AD&D series goes a step further - 
introducing 3D exploration. Dungeon Master beware... 


EYE OF THE 
BEHOLDER 

SSi 
PRICE 

OUT 


GRAPHICS 



SOUND 


fHAYABrLIIT 






SOMETHING'S ROTTEN IN WATERDEEP, well under Waterdeep actually, The lords of the area have recently 
discovered a presence of evil somewhere within the city and dispatched Khelben the Adventurer to 
investigate. Having searched nearly everywhere though, he learned only a name - Xanathar. 
The one place: Khelben didn't look was under the city, and what with him still conducting his investigations 
away from home, guess who's been given the task of Sanitary Engineer? 

It's not all muck and filth though, You have been given permission to keep any treasures you find down there 
and there's always the chance you'll get into a good scrap - amongst the scrap so to speak - so things are 
looking up. And of course, there's the reward waiting at the end of it all... 


WAIT A MINUTE! 

This is Dnnjieon 
Master, isn't it? The 

T, iL'W 11171 V ItJHlk 
I .1 1 1 1 1 1 1 ■ . I lllll (1lC >■ 

all different. Your 
party uf tnur is 
indicated on the right 
of the vcrceft, alcmjr 
ivith what (hey are 
currently t arrying m 

thdr hands. These 
ate usually active 
weapons, spell hnoks 
h i r I In- 1 1 k L 




1 L iJLjls 




\- — — 



KOBOLDS ARK NASTY 1.1 IT IV CRITTERS. They rai^ht not be 
\n\ strong hut they tend to travel in packs and a lot of little bad 
guys are definitely more trouble than one big one- IJidn't ynu uver 
see Gremlins? 


mi ee inn and Letter of 
1«t t .lit en l 


YOUR CHARACTERS ARE CERTAINLY 
WELL EQUIPPED for the adventure 
ahead - as (heir inventory shrssvs. The lon^ 
list on <he left is the c«intt!iils i»f (hi- 
baekpatk,. while the others indicate various 
parts, of the body. As each object has a 
certain wcivht, your character's strrnjitli 
stem' cli'tt' rmiiitis Thiw iiiiic.Ii lie hie hhc can 
carry. 



YOU ARE .NOW DEEPER IN THE 
DUNGEON... and ihe mongers arc getting 

toimber, These h.ippy fellows nrc; member*; 
of llu' midi-jd jih I l j n Ljkt c|uiLe .1 
beating: clerics have the advantage here 
because of their Godly ways, it seems the 
■..pirits lake measured *-<t ps armind them. 
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ONCE THROUGH 
LEVEL 3 you 
discover chat 
there's morv to this 
st vi li ill jii nit'i-t-v 
(he eye. There's an 
old Ourarvrn mine 
fcjfliH^ Mil- t icy 

which Xauathar is 
making full uec of. 


THROUGHOUT 
"IHE UAME, short 

■nessa^*-' 1 * apju'nr Hin 
■he walk giving 
clues to various 
pu— Howoer, 
lilM all h hi [litna art; 
written in Common 
(the lanjruaiie of 
your ^h^ratters}, bo 
some need lo Iw 
translated first. 


STICKS AMD 
STONES a^n't 
your only weapons 
in the diin«eons ot 
Wnierdeep - wurcfc 
can hurt ton. Spulk 
arc a formidable 
part cjf anyone 5 
. le ci i ■ hiin y .iiiiL run ht 1 
pretty dcvastaHuj"- 
To start with your 

knowledge of the 

■ lt l an*; ■uls i 1 - lairl)-' 
limited, hut as time 
jjocs on, your spell 
luxik becomes 
fatter and (after. 


ONE OF THE 
DEADLIEST FOES 
(hiU you're likely 
Ut encounter (apart 
from Xauathai 
himself) is the 
Riant spider. 

I'lHSHIIIItEIS bill's 

and sticky webs 
form the creature's 
mn.in wcipcins and 
it iaW> a sjicLial 
kind of adventurer 
to get otcl of diem. 


COMPARISONS TO THE AGEING 
CLASSIC - Dungeon Master - are 
I inevitable. When 'two games look 
this similar, even their programmers- 
would have trouble telling them 
apart. The: question that has to be 
asked, then, is if you own one do 
\ you really need to buy the other? 
And with Dungeon Master (and its 
Successor Chaos Strikes Bd Ck) having : 
been around for what seems like 
eons, has SSI waited too long to 
release Eye Of The Beholder! We If, It has its ; 
good points and bad points, in its favour is 
the tact that, as with ail the other AD&D 
products, there are bound to be plenty of;' 
sequels using the same characters in each 
game. Also the essence of the fable-top 
version of AD&D has been captured: nicely : 
(in contrast io previous AD&D titles, there's 
more emphasis on puzzle-solving than 
combat a • refresh ing change). Com ksfc' :» s 
also handled extremely well, the spells and 
'rancjed weapons' rules are all faithful to 
the original game and the graphics are, 

; If ^you haven't: 
gamepiay already had 

wondeffuUy/ eilOUgh Of 

conjuring up • f if"St*pGf"SOft 

both the spirit : : ^wl,*^**^-* 

and the 

atmosphere QCIll^ 
that you get 
from any 

good ' Beholder is 
dm &°* : . : just too good 

romp in the * ■ m *+ : 

table-top .•■:•:■ to miss 

game. The 

trouble is, both Dungeon Master and Chaos 
St r i k es B a <f k wo rked e cju a I ly wo II and 
although they didn't have the background 
of the most popular RPG in the world to 
work with, they still offered just as much 
atmosphere and challenge. Eye Of The 
Beholder ?s an essential purchase for 
followers of the AD&D series, but also for 
people who missed FTL's games first time 
round and those of you that finished them 
and want some more. 


Paul Presley 
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PREMIER MAIL ORDER 

Titles marked* are not vet available and will he sent on duv o f release. 
Flense send cheque! POI Access/ Visa No, and ex/nrv date to: 

Dept TH AM/05, Trvhridge Ltd., » Buck wins Sq„ Burnt Mills, Basildon, Essex, SSI3 IR,|. 
I*k'y?ii j slate make and model of computer when ordering. PdLF im\ I K tm orders over t>M). Less than CS.tlW mid rope 
add tl,(Hl per ilenn EOheivliere pkase add £2.00 per item tor Airmail. These offers are available Mail order only. 
Tt'k'phone orders: Mon-E ri 9iim-7pm. Saturday IOam-4pTtU rax orders: (1268 59lMl7fi. Tel orders: U2fr8- 59076ft 


1/2Meg Upgrade 29.59 

1 /SMeg Upgrade with clock 32.99 

3DCOnsinjctionKi[' 26.99 

4DOffvtng* „.„„.,.. 16.99 

AOS 1699 

African Raiders $99 

APB 6.99 

Arachnaphorjla* ,,.,,16.99 

Assaulton Ateatraz' 16.99 

Atomlno" , 16.99 

68S Attack Sub 16.99 

AMOS - 29.99 

Arkanaid2 5.99 

Armour - Geddon 16.99 

Awesome 24.99 

BAT ,..,19.99 

Batman the Caped Crusader 5 DO 

Ba^MolheFtriure? i$,99 

Badklolho Future 3 16.99 

Bards Tale2 5-99 

Bards Tal»3 . . 1 6.99 

BatlleCommand 16.99 

BatUeoF Britain 19.99 

BaffleChas32' 16.99 

Betrayal 19.99 

Beastbustars" 16.99 

Billy theKid' 16,99 

Big GameFishing* 1 6.99 

BtMtaof Pray* 26.99 

Blue Max 19.99 

BRAT" 16 99 

JDBojung* 16.99 

Budokan 7 99 

Buck Rogers ( 1 Mag) 1 9.99 

CalMomia Games... .6 99 

CamerCommand 7.99 

Castles" 19 99 

Cavadar 16.99 

Cadaver Data Disc" . 9 99 

Caplive ....16.99 

Centurion.. 19-99 

Chaos Strikes Back 1 6.99 

CnaseHQS 16.99 

CriampionsoFKrynnd Meg) 21.99 

Chuck Yeager 16.39 

Chuck Ha* 16.99 

CJ s Elepham Amies 5.99 

Codename Iceman (1 Meg) ......26.99 

ColnnelsBeq.jesl.:i Wegj 26.39 

CorUincir-la Circjs. -.6,99 

Commando War* 16.99 

Corporation 16.99 

Corporation Bala Disc 9.99 

Creatures" 16.99 

CricketCaptain 16.99 

Crime Wave" ..16.99 

Cruiaefora Corpse' 1 6.99 

CurseolAiure Bonds (1 Meg) 19.99 

Cybarcon3' 16.99 

Daley TriomoBOnChaiionoe 5 99 

Dae Boot.. 19.99 

DutonderrttheCramn 7 99 

Disney Animer. ion. 79.99 

DoubleDragon,..,. 6.99 

Dragons Bf^ath 12.33 

Dragons Lair 2 .,26 99 

Dragon Wars 16.99 

Draguns l_air(1 Mey) 26 99 

Dragons LairTima Warp 26.99 

Duck Tales 16.99 

Dungeon Meater 16.99 

Duster* ..16.99 

Dynamrle Debugger* 16.99 

E-Swat 16.99 

Epic* 19.99 

ELF* ! 16.99 

Emlyn Hughes 13.99 

EscapeiromCoUltz , 19.99 

Eyed the Beholder^ Meg)* 19.99 

Excallbur* , 16-99 

F-1 6Strike Eagle 2* 22.99 

F-16Con*at Pilot 16.99 

F 1 9Slealth Fighler 1 9.99 

FzgFiel abator 16.99 

Falcon 14.99 

Falcon Meslon Disk , 10.99 

Falcon Mission Disk 2 1 0.99 

Famasy World Dmy , 5-99 

Fireball 1 16.99 

First Samurai* ,.„„., r „„, r „ 1699 

FightoFlhe Intruder' 1 9.99 


Flood 7.99 

Fool ball Man World Cup 9.39 

Football Director 2 1 3.99 

Ford9flRaJ!y* 16.99 

ForgotlHri Worlds 6.99 

FunSchool3S-7 16.99 

Fun Schools over7 16.99 

Fun School 3 underS 16.99 

Fun School 2 (6-6) . , 13.99 

Fun School 2 (overfl) 1 3.99 

Fun School 2 <under6) 13 99 

Future Wera 16.99 

Gazza2.... 1699 

Gods 16.99 

Golden Ax* 16.99 

□unship 14.99 

Gunboat" . 16.99 

QauntlatS 6.99 

Gauntlets' 16.99 

Hartf Drnrin 9.99 

HardDriv*i2 16.99 

HerpoonllMegl 19.99 

Hefosquest" , .,19.99 

Hilchikara Guida 7.99 

Mo-rf«cOdCollecliOri,. 19-99 

HorrorZombteE 1 16.99 

Hunter* 16-99 

Hydra' 16.99 

IK-f" , ,.,-.5-99 

Indianapolis SO0 1 6.99 

N Soccer Challenge 1699 

HcamalrofnlheDeserlDaia 0.99 

HcamelromlheDesen u.gs 

Jack Nicklaus Ea'ra courses 9.99 

Jack Nicklflus Golf 16.99 

Jack NicklBjusunlimited GoFF(l Megl 1 9.99 

Judge Dredd., , .13.99 

Jungle Book 6.99 

KjCkOtfZ , , 12,99 

Kick 0^2(1 Meg) 14.99 

Killing Cloud 16.99 

Kings Quasi A f 1 Megl 26.99 

K02FinalWhisHe 6.99 

K02Gianisor Europe* 7.99 

KO 2 Relurnof Europe* 7.99 

KO 2 Winning! TacliCS" . 5.99 

KO 2Super League* 9.99 

Knights erf the Sfcy* 19,99 

LeBtNinje2 5.99 

LaslNinjaS* *;6 99 

LealherGoddass 7.99 

Legend" , 16 99 

Lemmings 16.99 

Leisure Sun Larry 2 „.„ £6-99 

Leisure Suil Larry 3 26.99 

LlMncetoKII „ r ,„....... 6.99 

Lite and Do alh* 19.99 

Line of Fire 16.99 

Loom 19.99 

LofdsorChaos* 16,99 

Lord olthfl Rings" 1 6.99 

Lost Patrol 16.99 

MagneticScrollB Collection 1 1 9.99 

Magnum4 ,19,99 

Marcs' 16.99 

Mepa Traveller i 19.99 

Mega LoMania" 1 6.99 

Miami Chase .. r „...6.99 

Mig29 22.99 

MasterWasler" 16.99 

Monty Python 13.99 

Ml Tank Platoon 19.99 

MidWinter 19.99 

Mid Wmter2* ,,19,90 

Midnight Resistance 16.99 

M.UO-S- 16.99 

Murder 16.99 

MARC 16-99 

NAM" 19 99 

h*a«*y Seals" 16.99 

r*ghtbre©dRPG 16.99 

Mtghtshifl 16.99 

Operation Stealth 1 9.99 

Operation Wolf 5.99 

Otf Road Racer 16.99 

PGATourGolf 16.99 

Pang ^ u . M . u . uu . d . 1 6.99 

Pwates 15.99 

Player Manager 12.99 

Ptalmum 16.99 

Platoon 5.99 


Plotting 16.99 

PowerUP* 19.99 

Projectyle 7.99 

Police Ouest2 (1 Meg) 26.99 

Pool oF Radiance 19.99 

Populous 16.99 

Populous Promised Land 7.99 

powerpack 1 4.99 

Powermonger 19.99 

Power monger Da1a Disc 1 * 9.99 

Predator?* 16.99 

Pro Tennis Tour2 .,. 16.99 

Puzzinc 16 99 

fJuatlrQ Adventure ...9.99 

Quadra Spot's 9.99 

HType 5.99 

Rambo3 S.99 

Hanbo* Islands 16.99 

Railroad Tycoon 22.99 

Red Storm Ris«ng 15.99 

Hear;h for me Sky -.16-99 

Robozone" , 16.99 

Rochet Ranger 7,99 

Rotator 16.99 

Rick Dangerous 2 16.99 

Rick Dangerous 7.99 

Rise Of The Dragon' 26.99 

Flooky Horror Show* 16.99 

Robocop2 16.99 

Search for the King" 1 6.99 

Secrets ol the Luftwaffe* „.,.,.„, „ , 19-99 

SeaeiotMonkey island* . , .,19 99 

Shadow Warriors , 1 6-99 

Shadow oilheBe est 16,99 

Shadow oflheBeast2 26.99 

Shadow Sorceroi" 19.99 

Shadow Dancer" 16.99 

Skull endCrossbanea 16.99 

Silkworm 6.69 

SimCrry + Populous 1 9.99 

SimEarlh* 19,99 

SilendService, ri , r „ r „ „,, , 9,99 

SkiorDle , 16,99 

Sly Spy ..16,99 

Speed tm 7.99 

Space Ace 26.99 

SpaceQuestS 26.99 

Speed batlS 16.99 

StratBgo' 16.99 

Strider2 16.99 

StarFlight 7.99 

StarFlightHimB* 5.99 

Sleven Hendry" , ,,.,..„„,..„.„„ 16.99 

Supremacy , „„,..„.„ r .„„ 10,99 

SuperHangOn , P ,„. 5 99 

SuperMonacoGP 16 99 

Shuttle" 19.99 

Switchblade 6.99 

Switchblade 2' 16.99 

Swi-v 16.99 

TeamSuzuki 16.99 

TaamVankae 19.99 

Teenage Mutant Turtles. 16.99 

TestDrwe.2 , 16-99 

Test Drive 3* 16J9 

TtDrnjejCaiKormaChall 9.99 

Test Drive 2 Muscle Cars 9.99 

ThelmmOflaJfl Meg) .,..,16.99 

Thunderhawk" 19.99 

TipOff* 14.99 

TracfcSurt Maneger2" 16.99 

Treasure Trap 6.99 

ToumamentGoll 16.99 

Toki' 16.99 

ToyoiaCvhua *6 99 

Total Recall 16.99 

TgrboChallenjie ..,.„..,..„.„.,..,.. r „ 16-99 

TurboChallenge 2* 1 6.99 

Tooom 6.99 

Tunicary... 7.99 

Turrican2 16.99 

TVSportsBaseban* 19 99 

TV Sports Basketball 14 .99 

TVSport& Football 12.99 

tJMS2flMeg) 19,99 

Vc 16.39 

Walker" 16.99 

wa/iords 19.99 

Wort Pa<# H Meg) 19,99 

Wonderland i|1 Meg) 19.99 

WrathoFlhe Demon 1 9.99 

Wmgs 19.99 

Waball 5J9 

Wrzkid* 13.99 

Xonon 2 Megablast t6.99 


JOYSTICKS 


Cheetah 125+.... £6.99 

Quickjoy2tijrbo ,£8.99 

Comp pro extra .....£14.99 

Quickshot3tLirbo £9.99 

Quickjoy mega board £19.99 

Quickjoyjctfighter £1099 

Cheetah starprobe E1 0,99 


BLACK DISKS 


Tup Qua lih Ura branded DhWa 

I0x 3.5 DSDD , . „ ... ... ., 5 ,99 

2vs 3 J" DSDD <■ .. .« 10- W 

S»n3S DSDD 21. W 

10tlic3.S v DSDD... 44.99 


Branded Disks 
5 r 25"[JSI)lJ E*i 


MIDWINTER 

2 

ONLY £19.99 


ONLY £7.99 EACH 

POWERDROME 
BARDSTALE 2 
ZANY GOLF 
KJEEF THE THIEF 
INTERCEPTOR 
HOUNDS OF THE SHADOW 
SWORDS OF TWILIGHT 


SPECIAL OFFER 


Turrican 
Now Only £7.99 


SPECIAL OFFER 


Hammerflst 
Now Only £7.99 


SPECIAL OFFER 


Steve Davis 
Snooker 
Now Only £7,99 



Whether you're stuck in a hole, trapped underground or caught in 
a block, P.P. Hammer has got a tool that can fix anything. 


P.P. HAMMER 

AND INS t JMATK WIAPttj J 


I T'S A FUNNY OLD WORLD. One 
I minute you're driving rivets 
M into bolt-holes and turning 
flange wheels to match the drill 
bits, and the next you're stuck in 
the middle of 3 Roman temple, 
looking for treasure. 

Good old P.P. Hammer, 
everyone's favourite construction 
worker/adventurer, has 

undertaken a quest to 
A. +ind all the treasure 
contained within 70 
levels filled with pits, 
I platforms and pesky 

little creatures, 
f Not until all the 
treasure in one 
location has been 
found, will the door 
leading to the next open... 
and even then the overworked 
nawy still has to search to find it. 




P.P/S QUEST FOR 

Rome... 


rim the secret 

PftSSfl&E TO THE 
TREASURE TOMB 1 1 


r REASURE takes him across maay different locations, f TO 111 


P.P. HAMMER 
AND HIS 

WEAPON 

Oemonware ; 


OUT 





.to Iceland... 


...to Lego I and? p,p, occasionally uncovfrs 

my&ierioM* blue (,'cm. Timthing it (cads to s bonus stage in which 
our hem has a short amount id time to collect as m*ny items as 
possible beloru finding the Eifc-giviiiK heart and his exit. 
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REVIEW 


ft 


to* 






THERE ARE VARIOUS ITEMS li: uiiIIvl:! lhr<»M K hmii (In- jHnimiy. the ill cist u« fill of 

which arc the potion!. Drinking one of ihc coloured cockr.aik Ijchhiws. P.P. wkh a certain 
limited power; including invisibility . a super jump and so un, 



UELCOHF IN VOU 


; ALTHOUGH THE TfTLE conjures up 
images of cither violence and : gore 
: op a massive scale or i innuendoes 
that even Ft ankle Howe ret would shy 
away from, A P. Hammer A nd His 
Pneumatic Weapon is no more 
offensive than a Oitf Richard concert 
m ^e&tmipstsr Cathedral. What it fS h 
is: ai highly: enjoyable • a h$ S$9(ft?i 
platform game that owes more than 
its fair share to numerous 'classics', 
: : ; jmI ud i n g Rick Dangerous and 
tmpossamole. One problem that, 
^ei^ciriyyai'e seems to have with P.P. is 
deciding; what it wants its main -character to i 
be: while on the packaging and intro 
screens he's a 'cutesy' bespectacled young 
lad r once you're into the game he turns into; 
a real construct ion wo r ke retype; puff ing on; 
a;fiag; if you leave htm for a while and 
throwing insults if you fail the bonus round. 
The other problem that's stopping P.P. 
reaching the ha flowed heights that only • 
Rick has managed to scale before,: is that it 
gets a little too conf using^The induslon Of :: : 
invisible platforms and having treasure 
hidden behind; blocks serves, on the later 
levels, to 

challenge and :' :' x.-jSHratTOrmo-: •■■ 

the *hoie romp in Hipi 

thtng tends to : 
border on the 
'been there 
done that' 
syndrome. . . : . IT*WII1II.;: 
There is a tot 

to do and there are pfenty of nice touches 
(the helpful scrolls, the bonus rounds and 
the little 'Roger Milta-' samba: that P.P. does 
When he co mp letes; a. leVet r to name but 
three) and the actual idea of having to dig 
your own route, as it were, is a novel one. 
It's a shame that there isn't any real way to 
attack your oppone nts (let's face ft, a 
pneumatic hammer makes for a great 
weapon) and a few m ore sett* ngs ; would ; : : : ; : 
have been nice r : but as it st a nds P,P + 
Hammer And His Pneumatic Weapon is a 
nice journey back into the platform genre. 


WHEREVER P.P. GOES - HIS PNEUMATIC: HAMMER GOES TOO. Tit* to 
completing each level is to drill away at particular blocks - choose the correct ones antl it 
Je^d ty other <ireas, reveal treasures or trap enemies. 
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This must be the most advanced off-rood bike 
there is! It's automatic, so it's easy to ride, and its 
lightweight design and futuristic styling make it 
stand out from the crowd I The Cub would cost 
you £1 800 to buy, but we're giving one awayiJ 



ma 



ESfiOD a Honda BSto a Kawasaki 


MT SOS 



JS440 


The MT50S Honda is the best bike for any 1 6 year 
old who wants to hit the road in style!! It has an air- 
cooled 49cc 2 -stroke engine and a Motocross style 
frame, seat and tank! To buy it you'd have to pay 
£1300, but 1 phone call and it could be yours! 



The Kawasaki JS440 is one of the best Jetskis 
you can buy at a cool £2500, but you could 
win one!! Jetskiing Is going to be me trendy 
sport of this Summer, and you could be there 
first with our brilliant competition!! 






Win a 
Pinball Machine! 


This Pinball is no under-achiever, it's a Simpsons game! 
Yup, people all over the country have been flipping 
over this machine, the biggest pinball craze in years! 
And if you fancy pocketing this £2500 prize, then just 
get on the ball and call the number shown below!! 



Calls cost 34p (cheap rate) and 45p (at all other times) per min incl VAT. For list of winners send SAE to:Pepperoni, PQ Box 2065 
London, W1 2 9JH Please ask your parents permission before you call. Average length of the call is 6 minutes. 


REVIEW 


Any new beat 'em up needs something special to set it apart from 
the crowd. US Gold's latest Sega conversion is the follow-up to the 
infamous Shi nob U but is this enough to give it the edge? 


SHADOW 
DANCER 




OE MUSHASHI, MARTIAL 
ARTIST, is about to take on the 
fight of his life. His best chum, 
Kato, has been viciously murdered 
by a gang of street fighters - 
understandably - as. he 
inadvertently discovered the 
gang's secret plans to take over 
the world! 

Now, as Joe, with your trusty 
mutt in tow, you set out to avenge 
your friend, defuse a number of 
bombs, save the space shuttle (no, I 
don't where that bit fits In either!), 
kill all of the bad guys and get out 
alive. By the way, the dog's no 
passenger, at he's quite a dab 
hand j[or paw) at the old martia 
arts himself. 

And in case you think that's all to 
easy; here's the killer - you've only 
got three minutes to complete 
each stage. Have fun.., 

THF FIRST BASIC OBSTACLE to your 
smooth progress is ihc appearance of 
more lhan too many bad Buys, all armed 
H> ihi' U-l'tli with n variety ^^i wi-afHHis: 
knives, swntrdt. ^uiih - and UlmiLK 
fri shoes t Despite all of thin hardware 
though, a spot of target practice with your 
unlimited supply **i shuriliinis is LiMHilh 
enough to clear a path... 



SHOULD ONE OF 
IHhhNhMlhS 

prnvc a little 
tougher than 
rmrnuil, iL i miM hr 
4 ! mi- 1 1 > l .lI E in 
'man's, best friend'. 
Pulling down on 
the |uy* tick ,-ind 
|>rL-%M«fi hi tl- vuiids 

the pooch off to 
wrestle with the 
had guy. Icfl.vjnj( 
you Lime to pop up 
and finish him off 
with a stiurikcn. 
Huwever,, if yvu 
take loo long ahou! 
this, the bad gay 
overpowers your 
aeIIituI pet and lie's 
forced to return - a 
shadow of his 
former self (inset}, 
leaving ypu 
temporarily without 
canine back-up, 


■ imf c >NE JUMt i y4i 


REVIEW 



HE LAST STAGF of each level features 
only nne bad guy - but what a beefy one! 
1 • • could be a (riant Ninja. nr maybe a 
1rain - of even a wihmjn in a huhhle! . but 
whatever tin form., each end-of-levcl 
jluiirdimt liji s a paickLiUt wcik spm (an, if 
you will, AthilK-5 heel) that needs to be 
continually shot at. Fiimtiini^ I his ^j«it 
alt the battle, 



\ 

THE BONUS ROUNDS provide a 
welcome tircaL trom the frantic platform 
pumping. In true Shinubi style, cascades of 
suicidal Ninja'-s willingly Hin K themselves 
from the huildinv at an attempt to.,, hurt 
Yout Fail to idtt them all and you diinj get 
the boniiii - succeed., and you're rewarded 
with an extra life, 

POWER UPS appear at very infrequent 
intcrvak, so grab them whfii you tan 
(powered- up shurikcfl* have a nice fiery 
tail to distinguish them from the standard 
model). A souped-up weapon is a nin.nl 
asset in your I i^ht against the cnd-of-lcvcl 
ui>f rdians. as they do double thp damage. 


IF NftST iMr^ESSliCrNS wer e anytN*il| 
to go by, then Shadow Danc&r would 
score very highly indeed - especially 
as the large sprites are i nitial ly 
reminiscent of the Sega coin-op. 
Unf o rtu n atel y first impressions don 't 
rate very high I y and the early 
promise soon fades a fittle; There are 
good points? the use of the dog adds 
a novel strategic twist to the 
proceedings and the background 
graphics are noteworthy (especially 
on the later levels, with the appearance of 
waterfalls and suchlike), but unfortunately 
the sprites tend to disappear into them, 
thus making the action a touch confusing 
Most importantly of all for a beat 'em up, 
the control method is very straightforward, 
enabling you to get straight into the action. 
But there's one problem that will quickly 
irrttate almost anyone who tries their 
hand ., just say 

faithful coin«op 


IF A SITUATION SHOULD PROVE TOO TRICK V lor you Co handle (even with the 
help of your dojjJr 'hen it's probably time to call up a little Ninja Magic to clear the 
screen. Limited to one diot per life, this magic doesn't only act as a smart bomb - it also 
adds a Mirk graphic sp j Cfi ta tru! occasion by produdn K a different cfhjtt <m i-ath level. 


you're up 
against the last 
bad guy, you see 
the exit sign, 
you've slogged: 
your guts out to 
get this far, 
you're exerted, all your mates have been 
with you all the way ■ then, you get 
stabbed.., and it's all the way back to the 
beginning of ther leveL This could be worse, 
as each level is split into four stages antf 
you'r & only banished to the beginning of 
the current one, but it s annoying 
nonethetess. deep, colourful and an 
adequate conversion, but the fault just 
mentioned above may deter som e . 


Joels Watsham 
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A quick straw poll around the office couldn't produce a single 
person who'd ever heard of the original R.B.I, Still, its sequel 
won't be judged on past performances... 


R.B.I. 
BASEBALL 2 

Domark 
PRICE 

£2B3B 

OUT 

LATE JUNE 

GRAPHICS 



OVERALL 


91°/c 



'O 


F FIG ALLY ENDORSED BY r is the surest way 
of getting a sports game to sell. R.B.i 
Basebafi 2 is sponsored by the Major 
League Basebal l Players - arid while most of us will go 
round thinking that Charlie Sheen and Corbin 
Berensen have finally put their names to a computer 
game based on the hit film, only Americans and die- 
hard fans of the sport will know about the real-life 
MLBP. 

Still, film licence or not r The Kremlin's simulation of 
the most popular sport in the U.S. of A. lyes, even 
more popular than American Football) attempts to 
recreate all of the action that takes place over the nine 
innings, while still keeping the overall sense of fun 
that's sadly missing from other companies' attempts- 
Choosing from any of the 26 Major League teams 
across America teach with its own list of the real team 
players and statistics) your aim r as with most sport 
sims, is to end the season at the top of the league. 


> 



THERE ARE TWO 
MAIN PLAY 
SCREENS, with the 
first being viewed 
from behind the 
barter (aMhou^l i ilns 
offers, no 
disadvantage Id 
either player), 'll'* 
pitcher has full 
control over the 
spin, speed and 
dlruiLiiin ol In- ball, 

even after i t has 
been thrown (a sort 
i n( '.n f iLrrtcjuch J, 
white the hatting 

player has control over both the batter and the runners, cither shown behind the pitcher 
or in the appropriately poxitituimd inset window. 





Ul 1 





1 



THE MOMENT a 
ball has been 
SlnieL, the view ' 
changes to follow 
its travels. To ■ 
compensate fur the 
hats-rn an not being 
able to see all of his 
players at this 
sia^e, j diamond- 
shaped -'t 
representation 

Shows V hfTV ikllH ILt1 s 

Llicy are. The 
pitcher has full 
control over his 
fielders, who can 
jump., dive and 
accurately throw to 
any of dm hases. 


1^ 

r. 


v 
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A GUIDE TO THE *INS' AND 'OUTS' OF BASEBALL 

EACH TEAM HAS MINE MEN. A coin is tossed and the winner* decide whether to be In or out, The 
team that is out go** out onto th* field and the t«m that is in goes into the pen - except for 
the first batter, who tjaet out onto the field to be in. The team that is out start* with nine men 
the team that fo in starts with one. 

The aim for the team that is out, is to get the team that is in. out, The aim of the team that is 
m r is to get as many runs as possible until they are not out, by the team that is out. 

To get a rim, the team that is in must have a player run around f Our oases before arriving! 
home. Once he is home he it out until either the rest of the team that h in has gone out to the 
f ifcld and been out Or stayed in and got home. The team that is out gets to go in, once it's got 
three members of the team that's it% out. 
Then the team that is in goes out and the team that is out goes Jn r 

Qrte a player on the team that is in goes out he has te. hit the bail far enough to run to First 
Base before the team that is out throws the hall to him If he makes it he's in, if not he * out If 
he's still ln r another member of the teem that is in goes out and attempts the «me thing trying 
to stay in while he's out, until he tan run around all four bases and get in. This g^« s the learn 
that is in one point, 

The team that is out *an get a member of the team that is in out by throwing three strikes, 
catching the ball once it has been hi t ar running the man out. Onte three members of the team 
that is in are out, they are out and the team that is out get to go in. 
This is then repeated for nine innings. See . it's simpler 


ai the itihvr end of 
the MK-vli sun • and 
yuu're treated u> .1 

shin! rcpliiy 
animaticm on (he 
scoreboard. Thi* 
also perform* thu 
less interesting task 
of keeping brack nf 
lIil: -mjures.. 'slrikv^'. 
'balls' and time. 
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A hA I t WORSE 


THAN DEATH 


awaits the team 


bits a losies 


streak. 1 he- 


coach arrives to 


vent his fury on 


[hu p[^ycrv. 

k 

Thankfully (for 


reasons of n<n"l 


last«) we only 

m 

sec the door 

m 

being nn.isliccl to 

[*ivtc¥. 1 
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JUST LOOKING AT R.B.I. BASEBALL 2, 
you'd think that the Kremlin's design 
brief was to include as many small 
touches as possible, then design a 
game around them. Every man on the 
field seems to have his own small 
life 1 . As they wait for the action to 
start, some look around at the 
crowds, some stamp their feet, some 
spit on the floor and so on. When a 
player tries to steal a base, dust piles 
up around him as he slides and if he 
fails to make it the umpire throws his arms 
apart screaming OUT!'. The cheerleaders 
get frantic as their team is winning, the 
crowd roars when a home run is hit, the list 
is almost endless. Another of the really nice 
features is the animated scoreboard: the 
quality of the cartoons is superb on the 
instant replays and the digital read-outs are 
just as realistic as the real things. Into every 
life a little 

Could well 
be described 
as the Kick 
Off of 
baseball 


games 


rain must fall, 
and in every 
game a little 
fault must be 
found. R.BJ. 
Baseball 2 
suffers from a 
disease that 
seems to 

strike most sports games - initial difficulty. It 
takes quite a while before you're able to 
rea I ly judge the correct time to swing the 
bat (even on the Little League setting) - 
until then it's a case of pot luck (except that 
when you do hit a bail, obviously you meant 
to, Yeah, right, of course you did). In a 
nutshell, R.B.I. 2 is one of the finest baseball 
games yet released (in fact, one of the 
better sports sims of any type). One might 
even say it knocks the opponents for six... 
sorry, wrong country. 


Brian Nesbitt 
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CAME 

DESERT? 



for example, the ability to chuck 
a spear may become essential as 
the game progresses. 

Moving just about as far from a 
Lemmings- style platform game as 
possible. Mirage's next offering 
will be Ashes Of Empire^ a 


SOFTWARE LABELS COME 
AND GO, so the arrival of a 
new come i- is usually little to 
get steamed up about. 
However, when the man in 
charge of one of these 
newcomers has previously 
been the force behind 
such successes as the 
Midwinter series and 
the more recent 
Sierra hits, then a 
little more attention 
is required. 

Peter lones is the man 
in question and Mirage 
is the name of the 
publishing firm which 
he's just set up. And 
although the firm may 
be a relative infant, 
Jones is confident that 
it's going to grow up a 
winner; "We aim to be 
the biggest European- 
owned software house 
within three years," he 
claims. 

The firm is already 
making waves in the PC 
leisure world with its 

eerie Sierra-style THE MIRAGE TEAM. From Left to right (seated): Andy Whittakcr:, 

adventure Datkseed, 
but this, it would seem. 



Andy Clarke, Andy Noble, Beverley Wood, Julia Coombs, Simon Wroe 
Standing: Jim Murdoch, Peter Jones, Andy Wood, 


is only a taste of things to come, 
as the following tine-up 
demonstrates. 

Developed by Imagitec and 
scheduled for a May release, 
Hit mans is, in Jones' words: 
"Like Lemmings, only 10 times 
better." Like Psygnosis' mould- 
breaking platform roller-coaster, 
Humans sees you attempt to 
guide a number of characters (in 
this case cavemen) from one end 
of a level to another. 

However, there's a Little more 
to it than that, as the ignorant 
Neanderthals need to evolve and 
learn as they go in order to 
negotiate some of the later levels: 


" . . .massive SD effort which is an 
adventure game first and a 
strategy game second. 11 

Programmed by Mirage's in- 
house team, Ashes Of Empire's 
plot closely follows the break-up 
of the former Soviet Union. Set in 
a conglomeration of countries 
which consists of five republics 
(each of which has eight districts) 
and two separate, but allied, 
states, the game allows you to 
interact with more than 25,000 
characters in order to avert the 
imminent civil war. 

Of this population, more than 
600 are individually crafted and 
programmed using a new 3D 


technique, and sport the .most 
realistic features yet seen on any 
computer character." 

Jones is equally excited by the 
game's depth as he is by the 
technological advances it 
contains: ''What sets Ashes Of 
Empire apart from other 
strategy games," he says, 
"is that in everyone else's 
the conflict is really clear 
tut, whereas in this case 
there are, in effect, 42 
states - each one fighting 
against all of the rest. It's a 
political nightmare." 

Those of you itching for a 
fight of this kind will only 
have to wait until early 
une for this particular war 
to break out. 
The final title in Mirage's 
litiaJ line-up is Ragnarok 
another strategy game, 
but this time with a very 
Afferent style. 
Based on an old Viking 
)ard game called The 
rug's Table, Ragnarok is 
essentially a battle for 
supremacy between four 
gods and features B ... quite a 
sophisticated set of rules 
and move sequences." 
Once again developed by 
Imagitec and due for release at 
the end of June, Ragnarok is: 
"Like Battle Chess only 10 times 
better. It's got all of the 
sophistication of chess while 
being a faster and more 
stimulating game." 

Commenting on the diversity 
of Mirage r s games, Jones says: 
"We want to run through the 
whole spectrum of games, even 
now we're talking to RPG and 
adventure creators. Actually, 
what we'd really like to be is like 
Sierra and MicroProse put 
together. only 10 times better. p 
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FREE PD? 
KIM, FOR FREE INFO PACK! 
WHAT HAM: VOL GOT TO LOSE! 


FREEPHONE 

0800 252 623 


Or (051-924 0200) 


(24 HOURS) 


Or Post Free To: 
UNBEATABLE PRICES, 

FREEPOST, LIVERPOOL, L23 OXH 


£1 Public Domain 

B0Q+ Public domain library to choose from + utilities s/w 
■ Original Public domain from the publisher of Super League 
Soccer 

Blank Disks perfect for PD from 33p one 
PRE-F OR MATTE D from 55p 

- Music disks [trackers and samples] 

- Amiga amplification units for £14.95 (5 watts of stereo 
sound) 

- Send £1 for catalogue disk 

- Send cheques/PO cd Hyperactive Developments, Cortney 
House, 12 Dudley Street, Suite 1, Luton, Beds. LU2 ONT 

CALL 0582 420333 S 


r 



imagination ""^S 


Freepost DC 574, Doneaster, South Yorkshire, DNS 8BR 

Send for our catalogue for all your role-playing. 
Games and computer software for the Atari ST r 
Amiga, C64, PC, Spectrum, Amstrad, 
Segamaster & Mega drive, PC Engine, Super 

Famicom, Game Bay, Game Gear and 
Nintendo and Console games and miniatures. 
Sum 8 £1,00 for «wr catalogue which is rttlwrrmMi- nn your first purchase 


MIU=== 


0302 786135 (24 hour ans) 


J 


IAN LIVINGS LOME'S 


WARofWIZARDS 



A GAME 
OF 
SPELL 
COMBAT 



GREAT 
PRIZES 


0898 10 10 66 


Cal ; are mart npensifMhan on niry igicphanc c»ii; inj jhguld only be made wilh tn [tr«>S3lDn Dl t.*t suijst'irirr 
Dal s c:s[ 34p per nin thfldp and t5| p«r mln ill rjlhfr limes. Cnmputeidii Lid., GuHrlDfl). Zim-r GUI tJU 



IF AN 

^ -DVERT IS WRONG, 
HO PUTS IT RIGHT? 


f\ 


Wc do. The Advertising Standards Authority ensures 
advertisements meet with the strict Code of Advertising 
Practice. 

So if you question an advertiser, they have to 
answer to us. 

lb find out more about the ASA, please write to 
Advertising Standards -Authority. Dept. X, Brook House, 
Tbrrtnglon Place. London WC1E 7HN. 

ASA 

This Hp.n c is (IcMuird hi I he Inlrrr &l£ of hlph ^landands In a«1iriilKenn*ni s> 


It's nostalgia time folks! We've already seen a return of Breakout, 
Defender and Asteroids - and there's even a Space Invaders 
revival just around the corner. But for now, it's Battlezone's turn... 


REVIEW 





SOL 





■ 



G 




0 




LU 


X 




BECAUSE OH ITS HANDY Power Modules, ihe Raven is 
equipped frif all iypv* of enemy, with weapons fan^Hijj J mm vmnll 
nuclear bomhn to cloaking dvviees. Use (hem sparingly (hough, .is 
numbers arc limited. 


LIKE MOST AMERICAN 
PRODUCTS, Stellar 7 is superbly 
presented... but lacking in 
depth. The opening and 
between-level sequences are 
stunning (even if one of the 
characters does sound like Annie 
doing an impersonation of Sly 
Stallone) and the actual in game 
screens are almost excellent - 
almost, because things tend to 
be a bit on the slow side, right 
from disk accessing to animations. This 
is probably because Stellar 7 was 
planned and conceived on the IBM PC 
and while it moves like lightning there, 
here on the Amiga things are a little 
bit different, There are plenty of good 
points throughout, the enemy acts 
very realistically (setting up its own 
devious 
tricks as 
wet I as 
falling for 
yours) and 
the 

difficulty 
has been set 
just right. 
It's difficult 
to know just 
where to 
place Stellar 
7: it's well 
worth 
taking the 

time to play, but you wouldn't 
necessarily want to keep coming back. 
A definite case of 'try before you buy'. 


A nicely 
polished 
arcade blast 

with 
superlative 
graphics and 
sound, but 
lacking in 
long-term 


WHAT 15 IT ABOUT THE EARTH that makes it 
so desirable for invaders from other 
galaxies? Were we I isted on the Arcturan 
Galactic Estate Agents' files as a perfect fixer-upper 
without being told? Is Gir Draxon sending down an 
invasion fleet to blow everyone to bits, or is it just his 
way of making a down payment? 

Whatever the reason, we're under attack again and 
- as always - the powers that be feel that the best way 
to repel the intruders is to send one man against 
them. Why we can't just launch a couple of surplus 
nukes fs beyond me... 

To successfully tell the aliens that Earth is already 
spoken for, you're armed with the latest in modern 
ground warfare • the Raven Assault Hover-tank. Your 
mission takes you over seven different planets on the 
way to Draxon's flagship, each currently being 
patrolled by the Arcturan forces. Destroy a patrol and 
the Warp Link to the next planet opens, allowing you 
to further your journey. 




OVERALL 

mm 


isetvvjin levels you're treated to a mtmiuiit ur twtj from the 
conversations of lIil< rvil Overlord Cir Dravon .iiul lik <.L.'<.ond-in- 
command Raf Torin. Most ul tht'ir cozy firiim-raimu-sidi.' than, ,irc 
of eIjh' mil i -hu mil n union!. Can't think why.., 




aul Pre 



SO SHOOI 'FM UP Iiio itij-iiLT vthai die perspective I wimliL lu» t-nmpk'tc without U 
tinL 1 1.4 lod niinrdinn, ftiinlezo... vuny. Siull.-ir 7\ arc transom led ilmvn Ni die planet h 
surface by die Arimrau flai^hin and hoy, are 0 



WHEN VOU llll-:, >-< n . realh die! 
I m i iii mb vail lit iIil- v, ihimJ chc 
vk-w switches ItJ outside your ir-ift 
and you yd to watch your leniitliy 
explosion iik all Its fllOfV, 
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Incentive's all-new game creator promises 'new 
worlds' for all. Laurence Scotford clears his mind of al 
things technical to try game creation made simple. 


3D 

CONSTRUCTION 
KIT 
Do mark 


OUT 


PRESENTATION 


11 

USER-FRIENDLINESS 



DOCUMENTATION 




Every 10 often wt'l\ 
review a utility pf ograrn 
that wo think wiJI be of 
interest to even the most 
die-hard games player, 
Obviously cur traditional 
ratings can't be applied in 
these cases, so we've 
tome up with some 
Alternative categories... 

Even 

tontf ot pA*"iels and rftenus 
should look attractive. So 
this is an indication of not 
only how pretty the utility 
kiofcs,. but of how clearly 
the screens have been 
designed. 

DO 

you have to wade 
through 1 SO pages of 
manual to understand 
Bach function, or can you 
get going within the first 
five-minutes of foading? 


LllAiaJlf^;. Even 
« greatest utility is no 
use without a clear and 
precise explanation. This 
rating tells you whether 
you're likely to get a large 
well -written manual or a 
Kraopy sheet of a papar. 

Do you get a 
powerful and 
sophisticated tool for 
your money or little more 
than an overpriced levels 

editor' 

A combination 
of the other four fatten, 
This is the one to base 
your buying decision on, 



T ; HE TROUBLE WITH DIY GAMES PACKAGES is 
that usually they either require the user to have 
the brains, of Einstein, or they're simple to use 
but incapable of treating anything worth playing. 

Mandarin's AMOS, for example, could certainly be 
used to create games of commercial quality, but it's 
of little use to users without any programming 
experience. On the other hand, anybody can get to 
grips with Outlaw's Shoot 'fm Up Construction Kit - 
but the chances of selling a game created with it are 
less than nil. 

Incentive has long-since proved that it could 
produce a games creator that had the power 
to produce games commercial quality, 
while still remaining comparatively simple to 
understand and use: that product was, of 
course, the superlative Graphic Adventure 
Creator. Now the Berkshire-based deve oper 
has done it again, only this time it is its 
Freescape system that is being made available 
to the public. 
The good news is that 3D Construction Kit, 
in competent hands, could feasibly produce 
games of the quality of Castle Master. The 
other good news is r as long as you can 
understand a simple BASIC program and have 
some artistic and creative flair you could get a 
whole lot more out of it. 

If you've ever used a 3-D object generator, 
then you'll know how time-consuming and laborious 
the job of creating even the simplest shapes can be. 
In contrast, creating shapes with 3D Construction Kit 
is a doddle. 

In addition to simple lines, there are two bask 3D 
shapes - cubes and pyramids - and five 2D shapes to 
be manipulated. This isn't as limited as it sounds 
though: using these basic elements, a variety of 
complex objects can be constructed, as the kit 
allows each shape to be stretched, shrunk or 
turned to a severe degree, 

For ease of handling, several individual 
shapes can be defined as a group, and then 
manipulated either individually or together. 

Objects can be coloured from a range of 16 
user-defined colours, but the kit uses a method 
of 'dithering' which expands this to a total of 
256 shades. To add to the flexibility, each area 
that you define has its own palette, so the user 
isn't confined to using the same 16 colours- for 
the whole game, 

Objects can also be defined as sensors (which 
will detect the presence of the player - and 
even fire at him if you wish), made visible or 
invisible, destroyed or made movable. 

Once the game environment has been 
created, it's manipulated via a simple 
language - Freescape Control Language (FCL) - 
which is constructed as a set of conditions 
which can apply to areas, to objects or even 
globally, There are 52 commands to get to 
grips with, but the principle behind their use is 
fairly simple and a little experimentation should be 
enough to gain ample proficiency to begin 
constructing a game. 

The commands are also used by the Animation 
Object Controller {AOC). Whenever an object is 
required to move, an AOC is allocated to it containing 
a few lines of code that describe the 
animation. The AOC can then be 


3-D STEPS TO HEAVEN 
- A LAYMAN'S GUIDE 

We gave ourselves eight hours to come up with the 
opening scenes of a Freescape adventure game 
using the 3D Construction Kit. Here we talk 
you through our creation... 


I 



TO BEGIN WITH, we wanted a few simple walls to divide 
the area into two zones ■ inner and outer. This is done 
easily by placing cubofds and then flattening and stretching 
them to the required length and height. By using colour 
zero on unseen surfaces we can speed up the screen 
updates. The door is created with two-dimensional shapes, 
while the Controf screen is one of the two included with the 
kit 





S DOG 

*30 one 



■ 


TO MAKE THE START of our game a little more unusual, 
we've placed the player on a cube suspended high above 
the ground. At "first all the player can see is thin air, but 
looking down reveals a prompt carved into the ground by 
using the line tool, as well as an opportunity tc survey the 
scene. Normally the player would be injured by falling so 
far, but we've adjusted the default values so that he can 
safely falP any distance. 
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INCLUDE (5< " 
LOOP (14) ml 
MOVE (0, ©, 
ft GRIN 


DOING THE OBVIOUS THING arvd walking 
through the door is a bad move, It's a one- 
way entrance and there's no way out of this 
tiny chamber alive. Activating the triangle on the far wall 
causes it to siide inexorably forward crushing the player to 
death. The inset picture shows how simple the code that 
animates the waif is. 



SUCCESS! 
Checking tno 
steps again we 
find they've 
moved along the 
rails and into 
position, 
allowing us to 
enter the 
underground 
area. The inset 
picture shews 

the few lines of code that check for the hole being shot, change the symbol and" 
move the stairs. This piece of code has been designed so that if the hole is shot 
again, the stairs will slide back out and the symbol beneath the hole will chanqe 
back to its original form. 


OVER IN THJS CORNER is an entrance to some sort of 
underground area, but the steps don't quite reach. They are 
on rails though so why don't we try pushing? No. - that 
doesn't work. What do we do now? 




GREAT, we've entered an underground corridor, but it looks a bit gJoomy Let's 
try the light switch.... that's better. This simple, but effective trick is achieved by 
creating two versions of the corridor, each of them with a different colour 
palette. When the player activates the light switch the program records his 
position and then places him in exactly the same place in the alternative 
corridor. Clever huh? 







it 



FINALLY, we emerge back in the inner 
area and there's another building to 
explore, which may lead onto even 
stranger environments. The only limit 
is your imagination. 


OVER IN THE OTHER CORNER there J s a 
hole in the wall and some sort of syrnbof. 
Let's try firing at It.... Well the symbol 
seems to have changed, but what else has 
happened? 



JUST TO FINISH OFF, we've got to 
allow fof those poor souls that got 
crushed to death. They are taken 
to this new "t w y, 
area which ™ 
acts as an 
end scree<n. 
All prettily 
done up in 
The One's 
logo 
colours. 
Ain't that 
nice? 
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switched on and off by some 
controlling code applied to an object 
or area, Once again, the use of 
animation is a skill that is quickly 
gained with a little brave 
experimentation. 

There are 256 variables, the first 30 
of which are reserved for use by the 
system. These can be used to kox-p 
track of the status of your player or 
various events throughout the game. 

The area surrounding the main 
view and containing the player 
control icons must be created using 
another art package such as DPaint 
Hi, although there are two examples included. Once the control panel 
has been created, the mouse is used to define the areas in which the 
user should click for various controls to function and the size and 
position of the 3D view. Finally the instruments can be defined. These 
are energy bars, score windows, message windows and so on, 

FCL has two different sound commands. These are used to play any of 
32 sampled sounds, seven of which have already been defined. These are 
commonly used effects such as a laser sound, a bump and an explosion. 
Once again, a separate sound sampling package is required to create 
your own sound effects. 

Testing the completed game is simple because you can skip back and 
forth between the editor and the game at will. This makes designing a 
game a very immediate process because you can try ideas out the instant 
that you put the code in. There's also a handy RESET command to revert 
everything to its initial condition. 

TO BEGIN WITH, 
you only h»vt nut 
ohu'i t, and chat's a 
tinge cuboid that 
represents the 
ground- You can 
cither u$e lhal as a 
basis, for the rcsl of 
your consinu tiiin, 
or delete it and 
«t,irl again from 
scratch. 
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COCO© 

selectJ 

LI 


a 

reset! 

!-• Mi : 

DE1E 0tx' ftTT!Rl& J 
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Quoad 


this 

helicopter 

[5 A COOt> 
EXAMPLE at 
the soi l of 
complex 
objects that can 
be created wilh 3D Construction Kit. It'* veil w<irtli «l ud-y Ltifi . 
because it shows hnw ia use (he basic shape;* economically to 
creale more detailed objects, 




THERE'S A SUBSTANTIAL CAMK INCLUDED with ih* tit that shows *vmti nf the 
powerful things that can be achieved. As well as beina a fun extra, this is also a useful 
learning aid. By ioadirm the $imc into the editcir it is a simple roatitr (o sec how lm <tilivl- 
hat cnnslfiicted Certain objects and huw il* Ramc designers have used FCL iind AOCs to 
achieve p-nri™ hIji rite-civ 


3D CONSTRUCTION KIT IS ONE OF 
THE BEST 16-BIT UTILITIES to appear 
- ever! Whether you're just 
interested in using it as a 3D art 
package or whether you want to 
create games to rival Incentive's 
own, you'll find it to be an ideal 
tool, with the combination of drop- 
down menus and short-cut icons 
taking the drudgery out of object 
creation. The documentation is quite 
concise - especially in its description 
of FCL - so you might have to 
experiment quite a bit before you fully 
understand how things work, but there are 
some good examples of its use in the 
sample game which should help. The 
package also includes an instructional 
video, but unfortunately the first few 
minutes of this are wasted with generalised 
promotional blurb (what's the point of 
trying to sell the game to you? - you've 
already bought it or you wouldn't be 
watching the video!). Once the video does 
get around to the instructional element it's 
good but it only goes as far as explaining 
simple object creation. Users who register 
their purchase 

A powerful, 
but accessible 

tool that 
really can be 
used to create 
3D games of 
commercial 


also get product 
support via the 
user's club. 
Freescape games 
were never the 
fastest things in 
the world - so 
don't expect 
miracles here. The 
final frame rate is 
largely down to quality 
the user though: 

if you create a huge area with hundreds of 
large multi-faceted objects and about 50 
general conditions then you've only 
yourself to blame if you've got time to 
make a cuppa between each frame. With a 
bit of care though, you'll find you can fit 
quite a lot into each area without 
drastically affecting the running speed. All 
in ali, 3D Construction Kit can't be too 
highly recommended. Even if you have no 
plans to become the next Bullfrog, you'll 
still have weeks of fun just playing around 


Laurence Scotford 
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DIAL-A-CHEAT-LINE 


for cheats, tips, 
pokes and secrets on 

all computer and 
console games, ring 
now on 

0898 1 0 1 234 

Messages updated weekly 
Live computer helpline: 

0898 338 933 

7 days a week 12 noon to midnight 

PRICES FOR BEST CHEATS, TIPS, ETC. 
Send to: PO Box 54, Southwest 

Manchester M15 4LY 
Proprietor: Jacqueline Wright. 

Please ask permission of the person who pays the bill, calls charged: at 
34p per min Cheap Rate 1 , 4sp per min at all other times. 


SONY 3.5" DISKS SONY 

Service 'he Best Disks -The Best Service-Tine Best Prices service 


□ isms Qur Cred Heard Hotl ine I !J 

10 3.5- O&M) E5.» ACCESS - 0742 726485 - VISA 

20 3.5" OS/DO £i 1.50 We Only Use Sonj Disks. 

30 3.5-ds,'Dd cie.50 Lifetime Guarantee Same Day 

40 3.P" dsjdd £2i.so Despatch When Ordered Before 

so 3.5-DSvDD £26.50 Noon. Pfloss I no Va.1 & Postage. 

ioo3,5"DaxJD £49.oo tiflaLPD Library 

£00 3.5- DS/DD Eaa.co Every Disk. Order Includes 

500 3.5-ds/dd £2io.cx) Latest Catalogue Disti 

MORE CALL (E1 2.50 Pw 1 0lnc 1 st Class Post) 
Cheques Or P.O/s To; 


0.5M2 Msit 
O.SMb With Clock 
Cumana Drj^ 
CBM AsSO 2QWt 
Philips SSM Mk 2 
CSM 10B4S 
tMBk Boas 
Only With Disks 
40 Cap Box 
60 Cap Bo* 


£34 99 
£64.«9 
C279.99 

EZ59.99 


C3.90 
C&.90 


HARDWARE DISTRIBUTION 

Dept {TOAM}, 28 Furnival Gate, Sheffield, S1 4QP 
Telephone Orders Welcome On 0742 726435 


ALIENS 


Can You Kill 
The ALIENS 
For 

CASH PRIZES 


0898 313 573 


Ihfjdial PO Box 36 LS ' 4HS Cal Charge* 33F Per min ClctiF Itate 44? al other tno>| 



Amiga Mouse 

m 



Over 1300 Disks! 


No Frills PD Library 

Send 70p for Catalogue Disk 
Fast Reliable Service 

£1 .00 per disk 50p Post & Packing 
£2.50 Europe 

Amiga Mouse 

182a High Street, Margate, Kent. 
Tel: 0843-228166 

Orders over £2.50 accepted on credit card 


VISA 


GIJNFIGHTEK 

USE VOUR VOICE 

TO OUTDRAW 
THE GUNFIGHTER 

CASH PRIZES 

0898 31 35 9fl 

INFOS&L POBok 36 LS^ 4TN Ccri= charges 33p Pw A* Chwp 4*> Pw Win Ai Other W 



HORSE-RACING 


Only E9.99 


COMPUTE-A-RACE+ 


(As advertised in The Sporting Life) 

ir you enjoy a flutter nn the hoises, snd cw< an Amiga 
then Computo-A-Race PLUS ts an esseiit-jl pjrmaw written 
spedically Ho prediol horse racinrj results. CFH not only 
lips houses, Eumrnansfij raws, nmghs up form and 
evaluate odds; but also calculVles bets, notes horses worth 
tallowing arK) kwps a ecc c ot its o**n tornwSlinG 
pcformance. Fealm -in on-sdeen instructions and 
uS*r friendly manus, Cfl-i- provides a rar*ge nf intonmahon 
and advc* Latest version includes updated Flat and 
Hilktnal Hml stMislics. Shorten yrxir odotj ol btabng the 
twukies! St i the bast value iiourd for only £#.93 [ler a 
Hmd«) ptficd only) [Amiga only} 

CHEQUES/PO PAYABLE TO HANDI50FT 



HAMDISOFT 37 Hearsall Lane. Spon End, COVENTRY CVS 6HF 


THE BIGGEST SHAREWARE COMPANY 

IN USA NOW IN U.K. 


AMG-1 73. OfLIRIOUS 2 - More from Eddie. X rated \2 disks). 
AHG-176: HDRROR DEMO - Exploding Meads Si dismembered 
arms. X raled 

AMG 1 B2: TOILET PAPER AD - A brilliantly funny demo 
unfortunately X rated. 

AMG-20G: TETRIK ■■ Based on the classic Russian game 
Tetris'. 

AMC-215: CASINO GAMES - Video Poker. Stud Poke* 8 in ore. 
Excellent ! I I 

AMG-219: PLAYS LEARN - 4 educational games & 3 1un 
games. 

AMG 224 BACH LOVERS DISK - Contains classical music 
which plays lor 30 mins I ! 

AMG -230: EASY BANKER - E*cclle" financial program to 
keep track of your bank account 
AMG- 240; ACTION 1 1 - Allows, you io design sequential 
movies & animations. 

AMG- 242; JACK FROST - An elecKtnie comic book with 
digitised moan graphics based on th>E comic si rip 'Jack Frost'. 
Excellent? 

AMG-349: ANTFF Excellent "Ullima" rule playing game + Slot 
Cars Si more. 

AMG -351; METRO - Become a city olan net like in 'Sim City'. 
AMG -601: BJQBRATN - One ol the best demos of the year!' 'X' 
rated [2 disks I 

AGM-503: TOTAL RECALL DEMO - Digitised audio & visuals 
From the film. 

AMG -51 5; SCANNERS - Delmarely rvn-t for the squeamish. X 
rated. 1Mb recommended^ disks). 
AMG 516; GOftEZONE HQfiftflft SUOESHOW - Stomach 
churning stuff I ! T rated. 

AMG-520: LAUREL * HARDY - Animations of the famous duo 
11 Mb* 2 disks!. 

AMG -522: HQLSTON P1LS DEMO - High Noon Version'. 
Digitised from the ad. 

ST-09B: GAMFS2 Klondike cards Mastermind. Tunnefvision 
& more ! 

ST-1 00: GAMES 4 - Hotshot checkers. ST Aggravation, Pent 
Islrategy game) & more ! 

ST-1 01; GAMES 5 - Mousetfap, f)Q Board [based an the game 
GO | & more I 

ST- 102: WHEEL OF FORTUNE - Based on the classic TV show i 
ST- 104: GAMES S - Stocks jstock market sim). Guess It 
{hanomanl, Nim Icomputer version oMhe classic) & more 1 
ST- 107: GAMES 1 1 - Monopoly, Othello. Vahtzee & 
Backgammon. 

ST-1 OB: GAMES 12 - Tennis (excel ^nr). American Football, 
Sam & Ed | basketball game} & more 
ST-1 10: GAMES 14 -Trivia Master Craps (excellent). Jigsaw 
& more ! 

ST-1 11 ; GAMES 1 5 - Blackjack. Stud P(*er Si Cribbagi. Truly 
excellent. 

ST-112; GAMES 1 6 - Taipan frule the seas in the 1 1OC's), 
Phantom House I tex t adventure). World jtixi adventure) 
& more I 

ST-1 14: AOVSYS - An adventure creator with ready to 
play.' study adventures included. 

ST-1 19: GAMES 23 - Poof |G ball pool), Munch era [pacmanl S 
more jmono monitor only). 

ST-1 20: GAME 24 - Runners: Revenue [arcade action game) 

crabat chess & more (mow monitor cityf 

ST- 140; STAR TREK- Written in STOS featuring digitised 

sounds. 

61; BOLD - Ar ncredib'e 'Brencut' clone. Highly 
recommended (colour flr mono monitor only]. 


I 


This is a very 
SMALL 

collection from 
our catalogue. 
We have over 
1000 for the 
Amiga & over 
700 for the ST. 
Phone us for a 
FREE copy. 
PC & Mac 
catalogues 
also available. 

Prices: 


1- 9 

£2.50 

10-19 

£2.25 

20-29 

£2.00 

30-49 

£1.75 

50 + 

£1.50 


All prices are 
including VAT & 
postage. 

Adult Section - 
Call for details 
strictly over 18 
only. 


ST 1 S3; OR BIT - Another 'Breakout' done wilh screen editor 
Written in STOS. 

SF-164; QUESTION OF SNOOKER - Answer the questions 1c 

pot me balls Written in STOS. 

ST-4B 1 : BO DICE OUT - An excel lent game based on 

'Pacmania'. 

ST-491: STAR TREK GENERATION - Aslrategy game called 
'Encounter at Arcmrujs' {fJS 1Mb] 
ST-493; VIRUS - Save the computer from the virus hy 
getting to CPU. 

ST-M4; GUI Z CONSTRUCT! ON KIT G rea t procram writte n in 
S 3 OS 

ST-419: EMPIRE GUILDER - Build your company from scratch 

* HAflFE - A great patience game |OS|. 

ST-M6 ST VEGAS - Blackjack, Skjl Machine. Poket & 

Roulette. 

ST-474: MARS MAZE Based on the classic bubble Bobble" 
ST-616:FSF COPfRNlCUS - Commercial standard 
shool-em-up. Excellent ' 

ST-312: WALKER 1 - Classic animation of the AT walker horn 
Star Wars IDS 1 Mb). 

ST-31G; THE RUN - Classic animation ol the police car chasing 
a criminal |DS 1Mb). 

ST-440: PREDATOR - Digitised audio A visuals from the film 

ST-43S: SCANNFRS - The exploding head sequence from the 
X rated iDS lMbJ. 

ST-241: WIZARDS TOWER - Text/ Graphics adventure. 
ST- 244: DARKNESS IS FOREVER - Texl.' Graphics adventure 
{mono munitor only). 

ST- 24b: INVASION - Text/Graphics adventure + SHERLOCK 

excellent game of illiminaiion 

ST-?53: UNDER BERKWQOD - Text /Graphic arcade 

adventure. 

ST-1 17: ST WRITER ELITE V3.fi - The best PO word processor 
on the (3T t so«Hing checker. 

ST-0D4: VlSfULC CLONE - A VC spreadsheet with manntj 
ST 55€ OPUS SPREADSHEET - The BEST shareware spread - r 
on the ST (DS 1Mb). 

AMG-1 01: .WHEEL. OF FORTUNE - Clone ol the classics- 
show Excellent ! ! 

AMG- 1 OB: SPACE GAMES - Cosmoroids. Gravity Wars & 
more 

AMG-1 1 0: DOS HELPER - Designed to help you with Afliiaa 
DOS commands. 

AMG- 11 4: BLACKJACK + BANDIT jSloi machine), 
AMG-1 15: BULlfiUN - American civil war simulation. 
AMG- 1 1 6: DO M I NOES P&purar game with good graph?cj+ 
TitTacToe A more. 

AMG- 121: GAMES 3 - Veuas slot machine. Pegboard. Rivers 
&mon 

AMG 129: BUSINESS 1 - Mail Manager. Label Printer, 
Address Book & mare. 

AMG- 1 3D: A V0E3A INVADERS - Clone d the classic 
featuring digitised sounds. 

AMG 137: SINKING ISLAND 2 - Text/Graphics adventure (2 
disks - 2 drives required). 

AMG-142:MCAD - Full featured CAD program (1Mb). 
AMG-1 43- BACKGAMMON - A great game with good 
gnphci 

AMG -1 44: SOLITAIRE - Complete wilh graphics & sounc 
AMG-1 45: TlltS - Match the tiles + Kings Korner & mere. 
AMG- 147: CRIB BAG E - Take on the computer I ! 
AMG- 1 41 BUSINESS 2 - A VC spreadsheet clone. 
AMG- 151 : POTPOURRI 10- A Mercenary simulation game * a 
TrnrV game as well. 

AMG-1 BB; MICHAEL JACKSON - Digitised audio & visutfsol 
the megastar, 

i 


GEMINI SHAREWARE • 10 WARWICK AVENUE 
SLOUGH SL2 1DX • TEL: 0753 28183 



Imagine a world just beyond our own. A world where 
graphics, music and animation spring to life from the minds of 
programmers. A world that utilises your Amiga to its limit you 
are not imagining, you have just entered... 



T 


DOMAIN* 


| HE MOST SURPRISING SIGHT OF THE MONTH was the 10-second advert' 
for Coca-Cola which popped up from nowhere on the front of The 
Simpsons Demo disk from N.B.S. 
Does this signal a new trend In demos? Will we be seeing Pearl &» Dean J ba-bah, 
ba-bahing" at the start of every disk? Will the further adventures of the Gold Blend 
couple come to us in digitised form? Or was it just something that N.B.S* felt was a 
good idea at the time? Still, it provided us with a good laugh ~ so that's enough analysis* 

Back in the real world, this month sees a fine bundle of goodies: first-class animations, top-quality music, 
mind-blowing graphics and other digital wonders. This month also sees a once-off section on Database's game 
creator, AMOS* The reason? A number of disks arrived containing a whole host of AMOS-created educational 
games, perfect for the youngsters and a bargain at the price. 



PICK OF THE MONTH 



' ^ NOT A NUMBER, I am a free man! Ah, the memories come 
flooding back - but only to those who were glued to thdr TVs in the 
'60s (or who caught the more recent re-runs). The original 'cult' TV 
show - The Prisoner - has been immortalised on this curious little 
package from N.B.S, Sampled music and speech from the show play 
throughout a slideshowof stills and quotes from The Village. 
Professionalism oozes throughout and the end credits contain a 
message close to my own heart * asking for more originality in demos 
(and promising more to come). We want information.,, information,. , 
information- 


SOUND 


SIMPSONS-MANIA 

CONTINUES to spread itself 
across the world of demos, this 
month giving rise to two demos 
of varying quafity. The best is 
from N.B.S., simply called The 
Simpsons Demo which boasts 
a surprising intro (see above), 
great animations and high- 
quality sampling. 

More sampling comes in the 
form of the 'infinitely talented' 
MC Hammer. A fulF-length remix 
of various numbers from the 
Please Hammer Don't Hurt 
'Em album is provided and is 
great quality - better than that 
Valium Ice guy anyway. 

Other recorob which find 
themselves under the sampling 
hammer a r e Paul Hdrdcastle's 
N-N-N-Nineteen, a collection of 
Depeche Mode hits and the 
soundtrack to Goooooood 
Morning Vietnam. AJI are high 
quality and worth a look if you 
don't already own the vinyl 
versions 
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DEMOS 


GRAPHICS 

WHEN DID THE SWEDES 
INVADE MARS? According 
to Phenomena they're there 
already and have brought 
back an impressive routine 
called Trip To Mars. In this 
entertaining little vignette, 
you're taken on a guided 
tour around a small 3D- 
vector colony complete 

witn helicopters, 
hover-boards 
and hover-cars. 
All of this comes 
with a Cool 
Cube, a light- 
traced world, an 
incredible ray- 
traced fractal 
and the promise 
of a vector game later in the 
year' Only one word can 
describe it... phenomenal 
(ouch!). 

Ray-tracing is definitely 
making a comeback this 
month, with three other 
demos all making good use 
of the Amiga. Clothes Peg, 
Abacus and Basketball 
are all above-average, but 
by far the best of the bunch 
is a collection of four 
'bouncy' pieces from 
Premier PD. 
Also worth a mention this 
month are a rotating golden 
head - which is reminiscent 
of the classic Tutankhamen 
of a few years back (only 
much, much better) - and a 
slideshow of some NASA- 
inspired pictures. 




AMOS 


WHERE TO GET 'EM 

6 Of 1 r The Phenomena Demo 
and The Simpsons Demo are 
available from: 

NJ.S, 

135 Gunville Road r 
Newport, 

kleOfW5grrtPO30 5LH 

Basketball (91 0), Abacus 
(911 ), Clothes Peg (903), 
NASA Slideshow (907), Gold 
Head (906), MC Hammer 
(899), 19 (934), Depeehe 
Mode (926), Good Morning 
Vietnam (90S), Robocop (902) 
and Porky Pig [909) are 
available from; 
1 7 Bit Software, 
PO Box 97, 
Wakefield W1 1XX 

'Bouncy' Animations (374), 

Raiders Of The Lost Ark (392) 

and The Stealth Animation 

(390) are available from: 

Premier P0 f 

1 5 Croxteth Drive, 

Rainford, 

Merseyslde WA1 1 SJ2 


mm mm 




AM05 IS ONE OF THE MOST POPULAR game-creation ublibes available, 
but up until now there hasn't been any necem way of setting your 
creations into the public eye. That's changed now though, as 1 7 Bit 
Software has a collection of AMOS-created games specifically for 
distribution on the shareware market. 

There's a wide selection to sample, contamins everything from pre- 
school education^ software to Klax variants. Let's start there... 

Hypnotic Lands is quite an absorbing little number, the basic idea 
being to guide a series of coloured balls into the conecr. containers at the 
end of a Klax-$tyle conveyor belt. The proceedings start simply enough, 
but after the first few levels things become quite tricky: creatures By onto 
the screen and divert the baits, several containers appear at once and so 
on It's all good clean fun and worth a took. 

Other AMOS delights are: Jigmania - a jgsaw simulator^), Play It Safe 
- a kiddie's safety game; Wortt & Play - a collection of three educational 
games (the best of which is a snakes 6 1 ladders style board game),; and 4- 
Way Lynx - a sliding puzzle same with a twist. 


ANIMATIONS 



ONE Of THE BEST SCENES from any movie 
ever was when Indiana Jones was confronted 
by the mad swordsman in Raiders Of The 
Lost Ark. After a dazzlrng display of skill from 
the swordsman, Indy just pulls out his gun and 
shoots him, much to the delight of the 
watching crowd. Now Indy fans can live the 
scene again and again, as it J s been captured 
forever on a brilliant little sample from Premier 
PD. 

!ndy fsn't the only film hero to make it onto 
the monitor this month though, he's joined by 


everyone's favourite 21st-century law 
enforcement officer, RoboCop. This tme it's 
the scene where ED-209 blows away the 
hapless corporate official who fails to 
acknowledge his surrender. With the amount 
of times RoboCop's been sampled, the entire 
film is probably out there somewhere on 
various disks by now! 

One of the most popular animat-ons of all 
time - the Stealth plane - is back in his first 
sequel. Using his stealth 'invisibility', our hero 
tricks a poor, confused MiG into taking a crash 


dive. But in the tradition of all good cartoons, 
he starts to feel pretty guilty as the enemy 
crashes headlong into the earth. 

The sound effects are excellent and the 
characters are reee-naaal cute, so don't delay, 
buy it today (there goes my career as an 
advert writer). 

Finally this month, we have the debut of 
good ol' Porky P-P- r Porky P-P- r Porky P-P-Pig. 
Be warned though, for the purposes of this 
disk his language has become... colourful to 
say the least. 
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COMPUTER SYSTEMS 

PUBLIC DOMAIN 

DeptA t 20 Hatmside 
Sunderland SR 1 3JE 


To order just send 
your Name Address 
and order together 
wifh a cheque or 
F/O payable fo 
START' to our 
add f ess obave. 

Same day dispatch - 
first class post. Pius 
a tree magazine and 
catalogue sent with 
every order . 

ALL PD £1.25 PER Ot$K 

EUFOPE add 2$p per disk 
WORLD add 5Qp per disk 

Please add $Qp p&p 
Tfy us i 

We guarantee you'if 
be back i 


09 1 565 2506 

t'Tl DIRECTUM 

09 J 565 2506 
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Special offer - Buy any JO disks & choose an extra 2 disks FREE ! 


ATARI ST/STE - AMIGA 


Games for REVIEW or PURCHASE 
TRY before you BUY 
At least 15% off all software Guaranteed Originals 
We have the LOWEST Membership & Review Fees of 
any ST & Amiga Club 
Try our Public Domain at LOW LOW prices 
Swop your originals in our SWOPS HOP 
SPECIAL JUNE OFFERS FOR NEW MEMBERS 
New releases added WEEKLY 
Monthly Newsletter plus Jots of 

Membership Interaction 
Please enclose LARGE S.A.E. - 30p stamp to 
Cum-Corm Software (International), 
Dfijpt THQ, Gardener's. 63 Kings North Road, Ashford, Ken! 2KZ 

Plea$e slate formal. 



AMIGA BANDITS PDL fDEPT THO A) 
GROUND FLOOR, 
28 LEMSFORD ROAD, 
ST ALBANS 
HERTS AL1 3PB 
TEL: (0727) 836049 


DISKS ONLY 85P INC. P&P 

Change some of the following with old disks: 


FREE 
POSTAGE 
FIRST 
CLASS 


Intronk Software 


(iftLvrirr: H(n 



MAJOR PROBLEM ? 

NOT TO US! 


1 AMIGA SPARES 1 AIIGA ADDONS 1 tm REPAIRS 
1 RXEO PAld REPAIRS t* AMGA PW - Off 


mm i mm 


COUMcnOM ANP DOJVtfrY JtftWCt 
HOUND* *N& NQfTTH WALES 


Some of our 2000 titles 


WOHDERLAND t*2M 
MLAOIO LAND DIZZY Z4M 

P*»t *wvd Puck hig FREE on or&x* OVC* 

SEND FOR OUR L&TE6T LIST 


236-240 Stafford Stre&t V/AlStLL .Vest Midfands 
Telephone (0922) 725332 


A12Q 
A134 
A279 
UOZO 
V060 
X007 
XOOS 

UO0 1 
U004 
U10I 
U061 
UOGS 
G0O1 
GO^£ 

G022- 
G033 

goi a 

AQOS 

Aooa 

A012 

A075 

A?&4 

A26Q 

A261 

A2S2 

A250 

M£>£5 

X010 



Bruce Lee/An im at Ion 1 Meg 
Mike Tvson/Amirnation 1 Meg 
Iraq Domo/US vs Iraq 
D Copy/Copies protected disk (seme) 
K.O. Virus Killers Comp. Ire. (Virus X) 
Shower Qlrls/Animation 

MacjonnaLrrhe early days, nude pics & sample 

Tina Small (every inch a lady/G£! inch rnonllor required) 

Amibase V3. 76/ Excellent database 

Workbench pFu S/Workbench replacement 

ViSicalC/powerful spreadsheet 

Master Virus Killer/Kills 105 Viruses 

M-OAD/Gompj-iter Aided Design utility 

All new Star Trek gamfj/2 dteks 512k or 1 Mec 

2 Player Soccer League (football manager game) 

Pacman e7/Pacrnan game 

Boardgames compilation/Classics — Gluedo etc 
□ rip/ 15 levels of arcade action 
Amoeba Invadera/Spaco invader game 
Walker riamo 11/1 Meg 

Stae Trek fleet manouvers/< Animation) T Richter 
Puggs in space/Cute alien visits Earthr 
Probe £equsnctV(Anlm ation) Been on TVS 
Budbrain M/Superb gfx &. music 

Lost Ark demci/(AnlrYi.ation) Indy shoots swordsman 
Fraxion horror demo/Gory over 18 demo 
RobocOip II demo/Superb slideahow demo 
Total Recall demo/Nice from Timecode 
Digital concert 11/13+ mins of House 
Sabrina — Boys, boys, boys/over IS! 


[ 1Q Quality DSDD Blank Disks ONLY £4.75 with lflbels~| 


51 2K MEMORY UPGRADE ONLY 

POST 
FREE 


27.99 


TOfl G^aJCY PCB *fi chp ffii^rark-in F^jtae CiEiifi aaritdi. Earif 
rnrnj Ow* varsAJT Ernuirdi^e lAfld £4 50) FVicfl IntiuddS (Kliftise 
3M p*J*jr*fl. Ot^lk pai'JUn AJdFV'j 



THALAMUS 
HITS THE 
FAN 

THALAMUS 
GROUPIES (and 
aren't we all?), 
your prayers 
have been 
answered - 
the world's 
favourite 
software 
publisher has 
just given in to 
public demand 
and 

announced the 
formation of 
its all-new fan 
club. Club 
members will 
receive 
product 
information, 
merchandise 
and a 
newsletter, 
snd will alio 
be entit led to 
take part in 
exclusive 
competitions. 
Interested 
parties should 
contact 
Thalamus on 

0734 6 17261 
(but don't be 
disappointed if 
you can't get 
through first 
time!). 



PRIZE 
PROGRAMS 

The term 
'value for 
money' has 
just taken on a 
whole new 
meaning as 
Empire has 
released 
Award 
Winners, a 
£25.99 package 
which contains 
an unfeasible 
T3 disks. These 
disks contain 
Space Ace, 
Populous, Kick 
Off 2 and 
Pipcmania and 
are in the 
shops even as 
we speak, 


GLORY GLORY ARSENAL 


SHOWING A REMARKABLE INSIGHT for 
public demand, Thalamus has announced that 
it is working an a brand new football game, 
based on North London's all-time favourite 
club, Arsenal FC writes Ciardn Brennan, devoted 
Gunners fan and season ticker Uvldcr r 

The Berkshire-based publisher, perhaps best 
known for its shoot 'era up Armalyte, has been 
working on the game (described as a being ^mainly 
arcade action, but 
incorporating a management 
section") since it secured the 
licence in late '91, and hopes 
to have it in the shops for 
Easter. 

As you'd expect from a team 
with such an impressive on- 
field reputation, the Gunners 
have been more than helpful 
in the development of the 
game. "Right from day one 
they have supplied us with a 
comprehensive range of club 
information as well as the 
opportunity to photograph 
throughout the superb 
I Ugh bury stadium/ says 
Thai a mus J David Birch. "We 
now hope to reward their 
support with our own top of 


the table released 

Arsenal F.C. The Computer Game will feature all 
domestic and European cup championships - even 
though Arsenal are sadly no longer involved in Any 
of them (next season next season - Ed.) - while 
there's also a "free in-pack giveaway* promised. 

When asked about the possibilities of a 
Tottenham Hotspur based game, Birch replied 
"Who4 p . Good answer... 



Arsenal make flu: long-awaited conversion to a computer game. 



STORMLORD SEQUEL 
DELIVERS THE GOODS 


GET READY FOR 
DELIVERANCE from 
21st Century 
Entertainment, the 
sequel to the highly- 
acclaimed Slormlord 
which is due for 
release next month. 

Created by Peter 
Verswyvelen (from an 


original idea by Raf 
Cecco and Nick Jones) 
and with graphics by 
Kim Goossens f 
Deliverance is the four- 
level story of your 
attempts to locate and 
free a bunch of 
imprisoned fairies from 
Satan's clutches. 


GAMING 

GOES 

NATIONAL 

DOING ANYTHING ON MONDAY APRIL 
13TH£ No£ Then why not dust off your 
joystick and get involved with the first ever 
National Play A Game Day, which has been 
organised by the European Leisure Software 
Publishers Association (ELSPA)« 

An as-yet unnamed major charity will benefit 
from the day, which will mostly centre around 
local software retailers, who are expected to 
organise special promotions, competitions and 
other relevant tie-ins-. 

Most of the: major software, publishers are 
expected to get behind the event, so to find out 
what's happening in your locality, get down to 
your local software store. 


BUDGET 


Brian Nesbitt 
uses his nose 
for a bargain, 
by sniffing 
through the 
latest range of 
budget 
releases- 

BLOOD 

MONEY 

Sizilers 
£9.99 

■^SYGNQSIS' BEST 

GAMES have usually 
been those 
developed by Scottish 
team DMA Design - and 
this two-fisted shoot 'em 
up (first reviewed in issue 
9} is no exception. 

The action unfolds across 
four landscapes, each of 
which scrolls inexorably 
forward as you and your 
partner burn no les into 
the oncoming hordes. The 
more you kill, the more 



the cash piles up - the 
dough you earn is then 
used to purchase extra 
weaponry and also to 
allow access to later levels. 

Blood Money isn't the 
fastest horizontally 
scrolling shoot 'em up ever 
to hit the wonderful world 
of budget software, but 
it's certainly one of the 
most challenging and 
technically accomplished. 

If you frequently find 
shoot em upstoo easy, or 
if you have another gamer 
handy to help you out 
then this is well worth 
checking out. 



PRICE 



Mirror Image 
£9.99 

TiHIS IS A SERIOUSLY WELCOME RE-RELEASE for what's generally agreed to be the 
best vertically scrolling shoot r em up ever written (first reviewed in The One, way 
back in Issue 11), 

If imitation is the sincerest form of flattery, then Xenon II is one of the most 
flattered games going, as the many innovative features that the Bitmap Brothers 
worked into it have been ripped off by most other development teams. 

The basic action involves flying through a very restricted chasm, taking out anything 
that moves... and even a few things that don't. What really sets it apart though are 
the inventive power-ups which are bought at the shop which appear twice during 
each leveL One really clever idea is that you can sell old power-ups to provide funds to 
buy new {and better) ones, Naturally there are some very nasty end -of- level guardians 
to be done away with too. 

The whole thing is nicely topped off with three-layer parallax scrolling and the Bomb 
The Bass Mega & last soundtrack. If you haven J t got Xenon II in your collection, now is 
the perfect time to put that situation right, 
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HARD DRIVIN' 

Re spray 

£7.99 

i 

THIS IS A VERY PLAYABLE 
conversion of Atari's classic stunt 
driving coin-op. A realistic 
simulator (first reviewed in issue 15), 
Hard Drivin ' puts you behind the wheel 
of a sports Ferrari which can be put 
through its paces along either of two 
tracks: speed or stunt. 

The speed track is a flat course, where 
car control is all important in order to 


maintain a high 

speed. The stunt 

track offers three 

major obstacles - f ^ I 

the bridge-jump, J ' — ■ ^^^^M 

the loop-the-loop, 
and the bank - 

each of which require precise control. 

In this conversion, the juddering 
cabinet is not really missed that much, 
while the sensible control system almost 
manages to make the joystick a 
reasonable replacement for the wheel. 



LICENCE TO KILL 

Res pray 
£7.99 


MIAMI CHASE 

Code Masters 
£7.99 

I MAGtNE CHASE HQ crossed with Super-Sprint and 
I you'll be halfway to visualising Miami Chase. You 
I play Lou Ferrari, an undercover agent of the Drug 
Enforcement Agency who r s been detailed to clear the 
streets of drug dealers. This is achieved by careering 
dangerously around the city streets in (what else?) a 
Ferrari, taking pot shots at the offender's cars which 
you've tracked down by checking a radar cityscape. 

While you re trying to bump off villains you have to 
take care not to damage civilian cars or brush with the 
local police. Once you've taken out afl the gang 
members it J s time to track down the big boss. 

The action is made more interesting by collecting 
power-ups which produce extra weaponry (including 
mines), and a garage in which you can buy yourself 
more add-ons to give your car better handling. 
Miami Chase is superbly presented and initially fun to 
^.rp„™--^-. :r: . :::: . : ^^.. :_ ^" r P' av ; but the action 

■ Kji Vt# " "ny ' — repetitive. Even so, 

=a thfs is as good as 

- many full-price 

releases, and 
definitely worth a 
look if you like driving 
combat games. 


AFTER THE POOR EFFORTS that went under the 
names of Live And Let Die, A View To A Kill and 
The Living Daylights, Domark's fourth attempt to 
transfer the Best Secret Agent Ever to the computer 
screen resulted in probably the best Bond game ever. 
Not only did it successfully capture the spirit of the film, 
it was also an enjoyable game to boot 
The first level sees Bond travelling by helicopter, 
trying to reach Sanchez {our bad guy) and stop his 
heroin-dealing ways. The second has Bond shooting it 
out with Sanchez's personal army, the third stage 
takes place back in the helicopter {only this time 
Bond's dangfling below it) trying to ground Sanchez's 
plane, while the fourth sees 
him water-bound, desperately 
trying to reach the villainous 
Sanchez's plane before it 
reaches Cuba. Okay, so that 
takes care of the film's intro 
sequence. 

The fifth and final level 
recreates the film's climax, 
where Bond finds himself 
driving the truck full of heroin. And afthough y 
don't get to drive on two wheels like Timothy Dalton 
does in the film, you still have to deal with a Stinger 
missile-armed Sanchez. 

So what exactly happens between level four and 
five? Presumably it wasn't interesting enough to make 
into a game, I don't know myself, you could have had 
a shoot out in the fish factory or a punch-up in the bar 
- rent the film and see what you think. Still what is 
there is great entertainment and well worth the new 
asking price. 



CJ'S ELEPHANT ANTICS 


Code Masters 
£699 

C 1 J (CODE MASTER'S 
JUMBO?) is a cute 
elephant who has 
escaped from the zoo 
and is trying to get back 
home to his family in 
Africa - an adventure 
which takes him through several 
countries in a colourful platform romp. 

Of course, the route is blocked by a 
variety of nasties ranging from frogs 
to penguins. Collision with any of 



these drains CJ of his 
energy, so it's 
fortunate that CJ 
can fire peanuts 
from his trunk, 
Bfigg Enemies in hard-to- 
reach places can be 
put out of business 
with a well-placed 
bomb. Once 
destroyed, enemies leave either 
another bomb or a fruit bonus. 

Unlike traditional platform heroes, 
C doesn't worry about falling long 
distances - he has a handy brolly that 


opens up to break his fall. Learning 
how to manoeuvre while falling is an 
essential skill though, because there 
are plenty of spikes about to spear 
the bottoms of unwary jumbos. If CJ 
makes ft to the end of a level there's 
always something large and nasty in 
wait for him... 

Ct's Eiephant Antics is good fun 
and offers a reasonable challenge 
for the price. Although the quality 
of the graphics is, at best, fair - and 
never particularly consistent. 


&&&&& 

EXCELLENT 
(Deserves to be 
part of 
anyone's 
collection) 


GOOD 
(Probably worth 
buying if you 
don't already 
own it) 


AVERAGE 
(Worth 
acquiring if it 
looks like your 
cup of tea) 


POOR 
(Oh dear, this 
isn't really up 
to scratch) 


DIRE 
(Nobody's that 
desperate) 
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ARCADES 


Hot stuff from the Leyland Corporation, a follow-up to Midway's immortal 
Defender and arcade news from Japan - all brought to you by the purple prose 
of John Cook. 


INDY HEAT 




Leyland Corp 

IT WAS ONCE SAID THAT> "To a man of the world, the Universe is a suburb." Does 
it not follow then, surely, thai the Milky Way Is a ring road, Jupiter is an out of 
town Tescos, the Moon is a sub post -office, Milton Keynes is an out-of-order 
porta loo and an amusement arcade is Mercury Communications Cardphone? 

The answer is simple - you try paying to play vids with a Mercury Card and 
you ]! find out that, indeed, the Universe is much, much more like a Casualty 

Ward Such penetrating insight I What devastating analysts! But still not as much fun as playing Leyland's new vid to hit the 
streets, Danny Sullivan's indy Heat. 
You'll remember that Leyland's last successful game was another racing game, endorsed by an Ail-American guy, Ivan 'Ironman' 

Stewart's Super Off -Road Racer, which had you playing a version of Super Sprint 
on a bumpy indoor track Virgin thought it good enough to produce a home 
version - and very creditable and playable that was too. 

Since then. Leyland has tried out a version of Othettoon an unsuspecting world 
which reportedly, "did well on campus sites," which suggests it got a good 
kicking elsewhere 

So now the company is going back to basics - and with indy Heat it's produced 
another game in the Super Sprint mould - but it has to be said, it's very polished, 
playable and altogether something of a wheeze to play. 

Endorsed by another Famous Driver (famous across the pond, that is) - Indy 
Heat is based on, I think, Formula zooo racing - which is very las« and is raced 
over long distances, so that the events become a cross between Formula One 
and endurance. 

You play the game, either alone or with up to two other friends, using the simple controls of 
steering wheel, accelerator pedal {which becomes a brake when you take your foot off the gas) 
and turbo button that gives you a bit of extra wellie on demand. Whatever, there are always 
five cars in the race - and beware, the drone cars show no mercy! 

The season is raced over 15 different tracks, all very prettily constructed in a kind of 'top- 
down', yet semi-isometric perspective. The result looks good - far better than Atari's sad 
effort with it's own Super Sprint variant. Badlands. 

Obviously, the idea is to finish the appropriate number of laps before anyone else - but this 
is made harder by the obligatory 'pit stops' that become necessary during the rare iiselt, A little 
man walks out from the pit lane holding a 
placard, which means either you're running out 
of fuel or that your vehicle has been badly 
damaged, 

Now comes the clever bit... 

Drive carefully and you might only need the 
one stop in a race, saving you valuable lime 
while your automatic mechanics scurry around 
your car like manic ants and fix you up. Drive 
like a maniac and you'll probably need two 
stops - but on the other hand, you'll be going 
faster... and maybe you can risk going the last 
lap or two ignoring the advice to pull in! Or 
maybe you'll break down in a steaming heap! 

To add to that, in between races you can re- 
equip and upgrade the motor using the prize 
money that you've won during the race - or if 
you're rich, you can even buy extra prize money 
by inserting additional coins! 

Six components that can be upgraded are; 
Turbos (to give you extra boosts), Brakes (so 
you can slow down faster), Tyres (better grip), 
Crew (to make your pit stops faster), MPG (so 
you get better fuel mileage) and Engine (so you 
can go faster), It's this level of dynamic strategy 
within and between the races that makes this 
my game Of the month, 
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ARCADES 


BATTLESPHERE 



W Industries 

YOU'VE PROBABLY SEEN VIRTUAL REALITY on the telly by now, 
now's your chance to experience it for yourself - in the flesh! 

W Industries got a lot of coverage with a big splash launch of 
the world's first Virtual Reality coin-op last month - now the 
sit- in unit is heginning to filler through to the major arcades, 
with some expected to hit Funland at London's Trocadero 
pretty soon. 

The first two games arc top notch efforts: VTOL, a flight combat game {complete with low- 
level bombing of an enemy HQ) and a more challenging quest for the average space cadet, 
Baftlesphere, where you have to zap the baddies and take out an enemy Battleship into the 
bargain. 

Playing a game without a screen in full stereo vision - where you are surrounded by the game itself and blasted with quad CD music plus realistic 
sound effects - is something of a blast, Reports from sites where units have been installed (South Coast World at Bognor was the first) are of long, 
long queues to play. Get out there and grab a piece of the action for yourself - if you can! 



TIME 

TRAVELLER 

Se^a 

OKAY - SO YOU'VE DONE VIRTUAL 
REALITY. How about Holography? 
Hiilyyraphy? Yup, three 
dimensional images. Not flat. 
Moving real people, too. Not 
drawn or made up of polygons, 
Real tiny moving 3D people! Neat 
or what! This is not science 
fiction folks, this is exactly what 
Sega has managed to do with 
Tittte Traveller. 

Using, I believe, variable focal 
length mirror technology 
(yoinks'). rime ["ravellet allows 
the player to move the central 
character, a cowhoy, to 


STRIKE FORCE 


Midway 

WILLIAMS PRODUCED THE BEST ARCADE GAME in the history of the world In the early Bos, with 
Defender. The Williams folks actually produced a whole bunch of classics, such as Robotrvn - which 
was very successfully updated to great acclaim, becoming Smash TV in the 90s, 
So why not produce an , 



updated Defender? You might 
as well say why not produce an 
updated Mona Lisa? Midway's 
tried - and it looks like 
pa Inf I ng-by-nunibers. 

If you ever loved the original, 
don't torture yourself by 
playing this. Tf you never did. 
ironically, there's stilt enough 
left to make it worth a few 
top s - if you can work out the 
new, wildly complex, scenario. 
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react to events around him - 
although it can hardly be 
described as full interactivity. 

The result is rather like playing 
a true 3D version of Dragon's 
Lair, where by manipulating the 
joystick you set off stored 
sequences of movements - even 
so. the results look like they 
could be stunning. 

I've only seen videos of the 
unit to date, but it looks like 
another development that, like 
VR. will make the arcades worth 
more than the occasional visit, 
once again. Nice one Sega. 
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SUBSCRIBE TO THE ONE FOR AMIGA 


If you have enjoyed reading this 
issue of The One For Amiga 
Games, you are bound to be 
interested in our brilliant new 
subscriptions ofler! 
For only ^9.95 (if you live in 
the UK) we'll deliver 12 issues of 
The One For Amiga Games 
direct to your door! So there's no 
chance of missing out on any of 
the red-hot reviews, exclusive 
previews and Work In Progress 
features which keep you on top 
of all that's new and exciting in 
the Amiga scene, 

A subscription to The One For 
Amiga Games will ensure 


you get all the very latest hints, 
tips and pokes - helping you to 
be the top gamer in your 
street! Plus, you'll get every 
mega The One For Amiga 
Games cover disk, which is 
guaranteed to be jam-packed 
with the very best exclusive 
playable demos! 
Not only that, we'll also give 
you a SMASH HIT GAME 
from our friends at GREMLIN 
GRAPHICS completely 
FREE! - no strings attached! 
The choice is yours: 

(Please remember you can 
only choose 1 game) 
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► SWITCHBLADE II 
A SMASH arcade adventure 
with loads of platform and beat 
'em up fun. Help Hiro, the last 
of the Bladeknights defeat the 
evil Havoc. Received a mega 
90% from The One. 


TEAM 




► TEAM SUZUKI 

Live the sensation of a full 
Grand Prix season raced over 
16 circuits on a 500cc Team 
Suzuki motorbike in this 
amazing arcade sim. 



► B.S.S. JANE SEYMOUR 

Explore 20 vast biological 
survey ships encompassing 
more than 4,000 rooms, in this 
mammoth strategy role-playing 
game. 


GAMES AND GET 




► HERO QUEST 

Take up the challenge to 
become a hero and enter the 
underground realm of the evil 
wizard Mortar in this absorbing 
role - playing fantasy game. 



►TOYOTA CELICA GT RALLY 

This is the most realistic, breath- 
taking Rally Sim produced to 
date. Quick reactions and driving 
skill are a must for this stormer! 



►lotus esprit 
turbo challange 

Feel the thrill of accelerating 
from 0 to 60 in 4.7 seconds as 
you race head to head gripping 
the wheel of your Lotus Esprit 
Turbo! 




SOFTWARE 


If you take out a subscription for 24 
issues, you can choose 1 game from 
those listed above or 2 games from 
the following: 

► VENUS THE FLYTRAP 

► ULTIMATE GOLF 

► IMPOSSAMOLE 

FOOTBALLER OF THE YEAR 2 

► SKJDZ 

► SUPER CARS 

(Please remember that the 6 £amcs above are 
available with a 24 issue subscription only). 

NM: The tree software offer is available to UK 
reside [iLs O.N1 .Y 

Ytmr software cholct will he mailed separately to 
your first magazine, please allow 28 dip foe delivery 


SUBS RATES SUMMARY 


£29.95 
£55.00 
£35.95 
£49.95 


12 issues (UK Residents only) 
24 issues (UK Residents only) 
12 issues (Air Europe) 
12 issues (Rest Of The World) 


We iUftpA that cTveis™ readers pay by Lntumabnna] Money Order. 

Place your order by completing the coupon, or 
send your details on a postcard, or ring our special 
24 Hour Orderlme Service on 0858 410 8SK. 
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TO : THE ONE FOR AMIGA GAMES 
SUBSCRIPTIONS DEPARTMENT, 
PO BOX 500, LEICESTER, 
LE99 0AA 

NAME . 


(please tick box): 
Venus The fly Trap 


ADDRESS 


POSTCODE 


I would like a subscription for 
1 2 issues please tick box 

I would like a subscription for 
24 issues please tick box 

Please start my subscription for the 
— (enter month) issue. 


My game choice is 
SwflmrJadel □ 

souiotcodeio 

HeroQuest □ 

sDunscode 11 

T^mSuzurd □ 

somcecockr 12 

ESS JarK> Seymour □ 

nu»d«k 13 

Toyota Cefia □ 
GTRaly 

soutBoode U 

LotusEsprit Q 
Turbo Chafcnge 

sureaxfa 15 

I enclose a cheque/ postal order made 
payable to EMAP IMAGES 

for£. 

Please charge: £...„ to my 

ACCESS/VISA/DINERS CLUB/ AM EX 
Card Number 


□ 
□ 

□ 


UtomateGotf 

fDuuKixk.t7 

Impossamole 

soucecod^ 18 

Rx*balerOftheY€»2 □ 

scurf- o~xkr, 19 

Skidz □ 
SuperG** □ 


Expiry Date: 
Signature; 

Fulflhient Alan Wets Intemaforial, MefntErline House, Famdon Rdai Market htartorougb. Lecester LE1 6 


DOUBLE VALUE 

TWO DISKS FOR THE PRICE OF ONE 


That's right. At no extra cost the June 
issue of CU AMIGA will boast not one 
but TWO action-packed disks of white- 
hot AMIGA entertainment Unlike 
other Amiga magazines, who put up 
their prices whenever they include an 
extra disk r there WILL BE NO PRICE 
INCREASE WHATSOEVER. Two disks for 
only £2.951 
But that's not all. Our June issue 
will be every games 
player's dream. 
Weighing in at a 
massive 180-pages, the 
mag will be packed 
with all the usual top- 
quality news, in-depth 
previews, exclusive reviews and as 
many hints and tips as we can cram 
In. 

We'll also be ADDING to the 
magazine by bringing you a whole 
wealth of entertaining articles that 
tell you exactly how to get the very 
best from your computer. And that's 
not even counting a special 24-page 
supplement that takes a close up look 
at the world's best home computer. 

Remember: Double the value, 
double the coverage, and at no extra 
cost to the readers. 


FREE 
FULL AMIGA 
GAME 

fHE MIIRR0R50FT 
BLOCKBUSTER GRAVITY 



PARTY TIME To help 

celebrate the changes happening to CU we've 
lined up a double disk of the best in Amiga 
entertainment, utilities and programs. For 
starters we've got A WHOLE GAME. Not just any 
game, mind you. Those lovely people at 
Mirrorsoft have given us GRAVITY, a smash hit 
and one of the best sci-fi arcade strategy games 
ever. Believe us, you ain't seen nothing yet! 
What's more we've also lined up a playable level 
of Core's brand new Ikari Warriors-type blaster, 
Warzone - a game that'll literally blow you 
away. On top of all that, we've also got lots of 
brill utilities that'll let you get the most out of 



your Amiga. Learn how to program, create 
graphics and sample sounds - we'll help you 
unleash the power in your Amiga! I 
Still ire a party mood r we've also 
commissioned a 24-page supplement which 1 II 
tell you all you need to know about the Amiga, 
Each page will be crammed with useful 
information, tips and a run down on which 
software programs get the CU seal of approval, 


WHAT'S NEW? 

be the Ultimate Guide to the Ultimate Computer, 
We're also going to make computing fun. Each 
month well be taking a look at all the new 
hardware and software packages in an 
authoritatrve and comprehensive manner. We'll 
guide you through each package, tell you how to 
use it in easy-to-follow guides, in a manner which 
will be ideal for the beginner and satisfying for 
the enthusiast. 



AMOS 

AMOS has quickly established itself as the top 
programming language for the Amiga. We'll be 
showing you how to get the most out of AMOS 
and keeping you informed of all new 
developments and updates. Look out for a special 
feature on AMOS 3D, soon to be whizzing its 
way into the softshops. 





FOR MONEY 



Q&A Got a problem? Then send your 
querres Into our new Technical Editor who's a dab 
hand at so-'ving anything from pointer problems and 
virus infections to advice on the best memory 
expansions or DTP packages, 


GRAPHICS 


We'll be taking a 


look at state-of-the-art graphics on the Amiga. 
Well show you exactly what your machine is capable 
of and feature the work of topjraphic artists in a 
fun section which will tell you everything you 
need to know. 



SOUND 


Fancy adding a 
backing track to the game you've 
created on AMOS? Or sampling bits 
of music from top albums or CDs? 
We'll tell you how it's done. 


PD 


We've already got the best PD section in 
any mag, but it's just goi better. From our next issue 
well also be covering all the best PD utilities - some 
of which are better than full -price software! 



HARDWARE 

From memory expansions to colour 
printers, each month CU will tell you 
which are the best buys and show you 
how they work We'll be sorting out 
the good from the dross. All of our 
reviews will make comparisons to 
similarly priced items, and we'll tell you 
exactly how useful they are. 


CDTV Set to revolutionise 
the home computer, Commodore's 
CDTV will take Amiga owners into 
the forefront of the computer 
revolution. Each month we'll show 
you the latest games, the best 
software, and keep you up-to-date 
on just when you can get your 
hands or the CDTV expansion pack. 

EDUCATION 

The boom in education software has 
thrown up an increasing number of 
education programs. Our new 
review section will cover all the 
new releases. 


CU Amiga scoops the world with an 
exclusive in-depth look at Electronic 
Art's amazing new graphics package - 
DELUXE PAINT 4. 
Stand by to be amazed. 
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180 PAGES, 2 DISKS, 
24 PAGE SUPPLEMENT, 
ALL FOR £2.95. 
WHAT MORE CAN WE SAY ! 

ON SALE 26TH MAY 



Quick, switch off your computer and go out for 
the evening! Too late, here comes... 


BRIAN NESBITT'S 
HELPING HANDS 


H MM,. IT SEEMS THAT LAST MONTH S NEW-LOOK, easy-to-use Tips section 
wasn't quite as easy-to-use as I first thought. I'm not sure where you got 
the idea that the Contacts section was an all-purpose home for every last 
hints and tips query you have, but anyhow - here's the way it is.... 
The address to send everything to Is: The One For Amiga Games, EMAP 
Images, Priory Court, 10-12 Farringdon Lane, London EC1R 3AU. 
However, depending on your particular need, your envelope should be 
marked as follows: 

For any Cheats (such as 'Press the Space Bar while standing on your head and 
drinking a glass of water for infinite lives') head your envelope: CHEATS (you 
see, this is simple really!). 

For any Questions (or answers to them) head your envelope: HELPING 
HANDS. I will do my best to print a response, but if it's beyond even me then I 
will ask your fellow readers to lend a hand, 

For Contacts head your envelope: CONTACTS (it's getting even easier 1). I 
can't guarantee that your name will be printed, but if you would like me to 
consider you for the following month please say so clearly on your letter 

Incorrectly headed envelopes will simply be discarded, so pay attention. 
Honestly, it's like talking to myself sometimes... 

invent on the workshop and 
when your men leave, dick 
on it again. This often makes 
a catapult immediately. The 
cheat only works once on 
each island though. For a 
more in-depth guide to this 
Bullfrog classic, turn the 
page. " 

FROM: DAVID WELCHMAN, 
ESSEX 


CHEATS 


TOTAL RECALL 

When the title screen 
appears (that's the one with 
Arnie r s face on it), type 
LISTEN TO THE WHALES. This 
gives you infinite energy on 
the platform levels. For the 
driving sections, pause the 
game and type JIMMY 
HENDRIX (OK, so his name's 
Jimi, but that's what you 
type). 

FROM: GRAHAM JOSEPH, 
FARN BO ROUGH 

BRAT 

To get onto the later levels 
use these codes; 
Toy Land 

Level 1 - BISHIGMO 
Level 2-MIHEMQTQ 
Level 3 - 5ASUTOZO 
Level 4 - SUMATZEE 
Park Land 

Level 1 - NOKITAGO 
Level 2 - ITSAN0N0 
Level 3 - MOZIMATQ 
Level 4 - HOZITOMO 


Moon Base 
Level 1 - MOKITEMO 
Level 2 - ZUMOHATO 
Level 3- CHAN ASTU 
Level 4 - NAG A ITS U 
FROM: STUART BUTCHER, 
WEST MIDLANDS 

ftOBOCOP 9 

During the intro type SERIAL 
INTERFACE. Then, once the 
game starts, 'F9* tops up your 
energy and F10 r skips levels. 

GOLDEN AXE 

Play in one-player mode, but 
with two joysticks. When you 
are about to die press fire on 
the other joystick to continue 
with three more lives. 

Z-OUT 

During play, hold down T 
and press T J 6' to skip lev-els 
and T-'3 J on the numeric 
pad to go to different stages. 

POMRMONGER 

When you wish to 'invent 1 in 
double-quick time, click 


CHUCK ROCK 

Press 'Caps Lock' and type in 
one of the following: 
ESTRANO - for flying mode 
MORTIMER - for zone 
selection 

UNCLE SAMS * for infinite 
energy 

TURN FRAME LEE - for level 
select 

LIVE IS MY DREAM -for 

infinite energy 

FAST AINT THE WAY -for 

infinite energy 

ITS FAIRLY BOWBELZ - for 

infinite energy and 

SHE LOVES CLEANING 

WINDOWS - for infinite 

energy 

FROM: JEROEN VAN VLIET, 
HOLLAND 


BACK TO THE FUTURE III 

Type these cheats in during 
the story before the chosen 
level starts: 

Level 1 - ROTTEN CHEAT 
Level 2 - LOUSY CHEAT 
Level 3 -LOW DOWN CHEAT 
FROM NICK SMITH, 
LONDON 



Dear Brian, 

1 . How do you acqui re the 
flames on Tarqhan to destroy 
the evil one? 

2. Has anyone any idea 
where the mother alien can 
be located in any of the 
levels in Infestation! I've had 
this game for three months 
now and I get the feeling 
that she can't be found on 
any level, I suspect she's not 
in any room, so she's either 
on the ceiling or outside on 
the moon's surface. Maybe 
she r s not in it at all. Can you 
help? 

Martin Lond, Skipton, N. 
Yorks 

• Typical. The first letter out 
of the sack and it gets us alt 
stumped ifs time to turn 
things over to the readers. 
Can you help out? You know 
the address. 

Dear Brian, 

I am stuck on a particular 
section in Venice in Indiana 
Jones And The Last Crusade 
CThe Graphic Adventure), I 
can get into the catacombs, 
but I cannot think of any way 
to.open the grating. 
Gareth Ashley, Bardsey, 
Leeds 

• The catacombs are a lot 
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TIPS 


CONTACTS 


larger than you think, If I'm 
correct you haven't found 
the entrance to the second 
level yet. First you need to 
get the bottle of wine from 
the table in the restaurant. 
Next, take it to the cavern 
filled with water and fill the 
bottle. Use the bottle on the 
torch on the wall and then 
pull it You should find 
yourself on teveitwo. The 
rest, you'll have to work out 
for yourself . 

Dear Brian, 

I have played and enjoyed 
Rick Dangerous very often, 
but I am stumped in one 
room in the second stage 
(Egypt) IVe enclosed a map. 
Qr While, Mere worth, 
Kent 

• The trick is all in the timing. 
The best way of dodging the 
spears is to time your jumps 
so that the sounds are in 
synchronisation with the 
sounds of the spear firing, 
then duck when you reach 
the second platform. 

Dear Brian, 

I am writing to ask if there is 
anyone who can help me out. 
I am having some trouble 
with Shadow Of The Beast 2, 
I can get into the crystal 
caves and then something 
starts yelping 'Intruder draw 
back the drawbridge' and I 
cannot get by it. It is driving 
me insane and I am about to 
snap my disk. 
Mark Johnston, Erskine, 
Scotland 

• You need to get the axes 
from the Ogre. Then, when 
the drawbridge starts to 
retract jump and fire them 
at the person on the other 
side. You only have about W 
seconds to kifi him, so act 
quickly. 


Let's make one thing clear. Whatever 
impressions you may have been given 
about this column, it's got absolutely 
nothing to do with any deviant practices 
other than the playing of computer 
games (especially not those involving 
rubber and kitchen implements). If 
you're stuck in a game then there may 
be somebody listed below who can help 
you out - if you're stuck in anything else 
you've only yourself to blame! 

NAME: Max Hicks 

ADDRESS: 63 Mount Crescent, Penllergaer, Swansea, 
Wales, SA41BG 
TELEPHONE: (0792) m 1372 
TIMES: Monday to Saturday after 6-30 pin 
Games: Afterburner, AMC r APE r Archipelagos-, 
Arkanoid,, Arkanoid ll r Awesome. Back To The Future 
Part II, Barbarian (Psygnosis), Batman The Movie, Battle 
Squadron, Battle Valley, Beach Volley, Better Dead 
Than Alien, Beverly Hills Cop r Bio Challenge, Carrier 
Command, Chariots Of Wrath, Chase HQ r Chubby 
Gristle r Cybernoid I, Cybernoid II Dark Side, Daley 
Thompson's Olympic Challenge, Defender Of The 
Crown, Denaris. Dogs Of War, Dominator, Double 
Dragon, Dragon Ninja, Dragonscape, Dragon's Lair, 
Drilier, Dynamite Dux, Dyter-07, Elite, The Empire 
Strikes Back, E-Swat Exolon, Eye Of Horus, F-29 
Retaliatory Falcon, Fernandez Must Die!, Flying Shark, 
Forgotten. World's, Gauntlet II, Ghouls 'N r Ghosts, 
Gravity Force, Hard Drivin', Hawkeye, Horror Zombies 
From The Crypt, Hybris, Ikari Warriors, Impossamole, 
Indiana Jones, Interphase, Ivanhoe. Karate Kid II, Kid 
Gloves, Klax, Menace, Mickey Mouse, Midnight 
Resistance, Last Duel, Leatherneck, LED Storm, 
Lemmings, Lotus Esprit Turbo Challenge. Navy Moves, 
Nebulus, Trie New Zealand Story, Ninja Spirit, Ninja 
Warriors, Operation Thunderbolt, OutRun, P-47 
Thunderbolt, Padand, Pipemania, Platoon, Ram bo ill, 
Return Of The Jedi. Rick Dangerous, Roadblasters, 
Robocop, R-Type, Rolling Thunder, Scorpion, Seven 
Gates of Jamba la, Shadow Of The Beast, Shadow 
Warriors, Shinobi, Silkworm, Sim City, Skidz, Slayer, Sly 
Spy Secret Agent, Solomon's Key, Sonic Boom, Sorcery 
Plus, Space Ace, Space Harrier, Spherical, Starglider II, 
starray, St Dragon, Stormlord, Street Figbler r Strider, 
Stryx, Super Cars, Super Hang-On, Switchblade, Sword 
Of Sodan. Test Drive II. Thunderblade, Torvak The 
Warrior, Total Eclipse, Trail blazer, Treasure Island 
Dizzy, The Untouchables, Vigilante, Virus, Weird 
Dreams, Wizball, X-Qut, Xybots (phew!). 
NAME: David Trewick 

ADDRESS: 6 Stonehaugh Way, Ponteland, Newcastle- 
Upon-Tyne, Northumberland, NE20 9LX 
TELEPHONE: 10661 i 722S2. 
TIMES: After 6 pm 

GAMES: Arkanoid 2, Batman, Castle Master, Chase HQ, 
Cybernoid, Elite, F-19 Stealth Fighter, Fantasy World 
Dizzy, Ghouls "NT Ghosts, Golden Axe, Hard Driving IK+, 
Lemmings, Midnight Resistance, Narc, New Zealand 
Story, Nitro, Operation Thunderbolt Operation Wolf.. 
Rick Dangerous, RoboCop r Shadow Of The Beist, 
Shadow Of The Beast 2, Silkworm, Speed ball 2, Stnder, 
Universe 3, The Untouchables, Venus The Flytrap. 
NAME* Stuart Preece 

ADDRESS: 4 Croshy Road, Raddiffe, Manchester, 
| Lancashire, M260JL 
TELEPHONE: 061-7647848 
TIMES: 10am to 5pm Saturday and Sunday 
GAMES: 3D Pool, Awesome, E.A.T., Flood, Golden Axe, 
Midnight Resistance, Narc, Shadow Of The Beast II, 
Stunt Car Racer, Speedball II, Supremacy, Switchblade, 
North And South, Turrican, Turrican II. 
NAME: M.E.Bossan 

ADDRESS: flfi High Street Colton, Rugeley, Staffs 


WS15 3 LB 

TELEPHONE: (OSM) 5822.93 

TIMES: 4pm to 8pm Monday to Friday, Sunday 

Afternoon 

GAMES: Euck Rogers, Cadaver, Dragon's Lair II, Dragon 
Wars r Future Wars, Nightbreed ■ The Action Game, 
Operation Stealth, Time Machine, Shadow Of The Beast 
II, plus tips and pokes for hundreds of other games. 
NAME: Thurein Ne Win 

ADDRESS: 30 Cowley Drive, Woodingdean, Brighton 
East Sussex, BN2 6 WE 
TELEPHONE: (0273) 301 936 
TIMES: After 6pm Weekdays, After 3pm Weekends 
GAMES: Atomic Robokid, Awesome, Full Contact, 
Ghouls 'N' Ghosts, Monty Python, Nitro, Operation 
Stealth, Rick Dangerous, Shadow Of The Beast II, 
Teenage Mutant Ninja Turtles* Turrican II, Xenon II, 
NAME: John Crawford 

ADDRESS: 15 Whappstown Road, Moorfields 
Ballymena, Northern Ireland 
TELEPHONE: (0266) 891 843 
TIMES: After 5pm Weekdays 
GAMES: Barbarian, Batman The Movie, Leisure Suit 
Larry, Midnight Resistance, Nebulus, Ove dander, 
Populous, Prince Of Persia, Rick Dangerous, Rick 
Dangerous 2, Shadow Of The Beast Shadow Of The 
Beast 2, 5peedball 2, Super Hang Qn r Test Drive 2, 
Treasure Island Dizzy, Turrican, Turrican 2. 
NAME: Paul A, Hardy 

ADDRESS: 33 Fir Tree Drive, Wales, Sheffield, S31 8LZ 
TIMES: Sensible hours only. 

GAMES: Battletech, Beyond Zork, Champions Of Krynn, 
Dungeon Master, Escape From Singe's Castle, Gnome 
Ranger (part one), Indiana Jones And The Last Crusade 
{adventure), Ingrid's Back, Joan Of Arc, Journey, Knight 
Ore (part one), Legend Of Faerghil, Lards Of The Rising 
Sun, Lords Of Time r Millennium" 2.2, Mytn, Operation 
Stealth, Powermonger, Red Moon, (locket Ranger, War 
In Middle Earth, Wishbringer, Zork Zero. 
NAME: Seamus Slater 

ADDRESS: Xapri', George Street, Shoeburyness , Essex 
SS3 9AB 

TELEPHONE: (0702) 294383 
TIMES: Strictly 6pm - 9pm 
GAMES: Awesome, Chaos Strikes Back, Corporation, 
Elvira Mistress Of The Dark, Gods, killing Game Show, 
Lemmings, Midwinter, Operation Stealth, Panza Kick 
Boxing, Prince Of Persia, Shadow Of the Beast I & II, 
Sim City, Simulcra, 5peedball II, 2-0 ut r Cheats for most 
games and technical problems for the Amiga 500- 
If you can keep your head when all about you are 
losing theirs,., If you can solve the worlds most 
complicated adventure while simultaneously playing 
Stargate with one hand... If you can find cheat modes 
for a game that isn't supposed to have any... Then, my 
son, you're a bit of a clever-clogs aren't you? So why 
don't you make up for being such a know-all by 
sending us your details in the following style: 
Name; 
Address: 

Telephone Number: 
Times To Call: 

List Of Games (in alphabetical order): 
In return for your generosity we'll send you a free 
piece of software (ain't that nice?)-- Send everything to: 
Contacts, The One For Amiga Games, Priory 
Court 30-32 Farringdon Lane r London, EC1R 1AU 


III 


Listen up folks. If you're going to send us your 
telephone number for publication then please make 
sure you have your parent's permission. If you are a 
parent, then please make sure you have your parent's 
parent's permission. If you are a parent's parent then 
make sure you have your parent's parent's parent's 
permission,., do you think we've laboured the point? 


TELEPHONE TIPS 

Over the past few months The 
One's off ices have become 
completely swamped with 
telephone calls - most of which 
are tips-related. Unfortunately, 
it's, now getting to the point 
where we're spending more 
time answering calls than we 
are writing the magazine! So 
we're going to have to put a 
stop to this. If you do have a 
valid reason to get in touch, 
please try to make your call 
between 4.30pm and 5,39pm on 
Friday afternoons, when either 
myself or someone else in the 
office should he free. If it's tips 
information you want, you've 
got a better chance of receiving 
a reply if your query is written- 
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MINDSCAPE 



IN WHAT MUST BE SEEN as the coup of the 
century, Mind scape has become the first 
company to win the rights to use Nintendo's 
world famous Mario character on any format 
other than the Japanese giant's own consoles. 

However, before you get too excited, the 
agreement doesn't allow the US publisher to 
develop any Mario-based games: instead, the first 
result of the link up will be an 'edutainment* (the 
new buzzword for educational software) package 
entitled Mario Is Missing, where the less famous 
twin Luigi goes in search of the miniature plumber. 

Mindscape is however excessively pleased about 
the arrangement, with UK boss Geoff Heath 
commenting: "We are pleased that Nintendo and 
ourselves will be expanding an already close and 
successful relationship. We expect to offer personal 
computer users their initial opportunities to 
experience the Mario Bros, first hand." 

Although this first package is initially aimed at PC 
owners only, the very fact that Nintendo has 
allowed Mario this much freedom can only be a 
good thing for computer users everywhere. We'll 
bring you further developments as they happen. 

THE SHOW GOES ON 


THE LONG- 
RUNNING series of 
1 6-bit Computer 
Shows continues to 
go from strength to 
strength: the Shows' 
organise^ 
Westminster 
Exhibitions, has just 


announced that more 
than 32,000 people 
attended last month's 
event. 

The next in the series 
will take place at the 
Wembley Exhibition 
Halls between July 1 Oth 
and 12th. 



AN IMPOSSIBLE 
DREAM? 

Well now ? here's something of a first, a game from one of us! 
Yep, that darling of the software media and all round friend of 
the stars, Jools Wat sham, has been spending what precious 
little time we give him to himself, 
completely designing and 
drawing the graphics for his very 
own platform game, 
imaginatively titled Impossible 
World, 

The irrepressible Mr. Watsham 
describes it as, ff The home computer's 
answer to Sonic and Mario... only 
much, much better!". That, however, 
remains to be seen. Impossible World 
is the result of almost half a year's 
work and it's undergone many, many changes since Watsham started 
- including being first a manic shoot 'em up, followed by a 
Lucasfilm-style adventure game. Eventually he settled on a platform 
romp and with the help of Careth Vilday (music and design), Paul 
Matthes (PX) and Arcane Design's Simon Cook heading up the 
programming side, Impossible World has blossomed and attracted 
several interested parties. Core was rumoured to be nibbling at the 
bait at one stage, but pulled out due to a few similar projects already 
underway, but the top contender at the moment is Rod Land 
publisher, Storm. 

"It's all come as quite a shock to the rest of us at The One*, exclaims 
long-time companion Paul Presley. "He was always such a quiet lad 
anti w-r/.i'.d often disappear for hours on end into the games room. We 
just thought be was playing Anco's Strip Poker or leafing through his 
body building magazines. We had no idea he was loading up DPaint 
III and messing around with sprites/' Close friend and tips supremo 
Brian Nesbitt wasn't in the least surprised though, ""I always knew 
Jools had it in him - believe me, I've often tneti to pull k out but with 
no luck. He's been in a prime position to check out what's happening 

with the competition for some 
time and I could often hear the 
cogs creaking in his skull as he J d 
nick ideas left, right and centre." 

Impossible World is planned 
for a Christmas '92 release, 
providing Watsham and Co. can 
strike a firm deal with someone. 
Anyone interested in snapping 
up the young talent and likes 
what they see on this page should contact The One. 



AN APOLOGY 

In the February issue of The One (issue 41) we printed a 
lessrthan-complimentary review of Anco's Tip Off. In the review 
Paul Presley compared the game to Anco's earlier hit Kick Off, stating 
that both games were 'chock-full of bugs, inadequacies and mistakes'. 
Tt was not our intention to imply that the original Kick Off was a dire 
game, far from it. Kick Off is still one of the most playable football 
games ever, surpassed only by its older brother, Kick Off 2. 

We have also been asked to point out that Dmo Dini. programmer of 
both Kick Off and its sequel, was in no way connected with Tip Off 
and while we stand by the comments made in the aforementioned 
review, we wish to apologise to Dino for any inconveniences that 
have been caused and say how much we are looking forward to Kick 
Off3. 
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THE BEGINNING 

BEFORE PLAYING A GAME 
seriously, 'begin' and 
watch the other armies on 
the map. It is often 
advantageous to try and 
establish an alliance with 
the stronger side (which 
you could break at a later 
time). Watch which 
villages are attacked first 
and which paths the 
armies walk, then you can 
decide how best to start, A 
good start is vital. 

When you begin you 
will have less food and 
men than any other army 
on the map - you should 
attack the nearest small 
village and recruit all the 
men to hunt for food. 


FOOD 


This month's Player's Guide takes a look at 
one of the finest strategy games to come 
along since Populous* Take it away Matt 
Sullivan 


+ + # 


When you start the game 
you always begin with a small 
amount of food. Killing sheep is the 
easiest method of gaining more 
food, Farming takes too long and is 
not a practical use of manpower. It 
is better to recruit the soldiers and 
attack other villages that have 
spent time farming. Use the 



question mark icon to check how 
much food a village contains. 

Computer controlled captains 
always carry large amounts of food. 
If you see a captain roaming around 
the map without an army then 
attack as the food he was carrying 
will be dropped in the form of a 


sack of grain. These sacks can often 
be found after battles and the 
computer never collects them. 

Never trade for food unless you 
are really desperate and then make 
sure you only trade pots or you will 
make the job of attacking the 
computer's armies much harder. 
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INVENTIONS ARE 
CRUCIAL to the success 
of a campaign. Rows, for 
exam pie r are a very 
effective long range 
weapon. 


FIGHTING 


THE MOST IMPORTANT FACTOR to 
consider in a fight is the safety of 
your own captain. If a fight is going 
badly, try to run away] This is always 
possible if your captain is not 
involved in the fighting and works 
in your favour, as once the other 
army's captain is dead then the 
soldiers will try and run away. 

Weapons are also important to a 
fight - a soldier with a sword can kill 
up to three unarmed men. Bows are 
useful if you have larger numbers of 
men and high aggression because 
they can wipe out huge numbers of 
soldiers before they reach your 
army. A useful tactic is to attack an 
army when you are some distance 
away from them. Then, after your 
men have fired a volley of arrows, 
turn and run as this will often 
weaken a larger army quite 
substantially. 

To walk past an army without 
attacking it (or vice versa), put your 
aggression factor down to one. Try 
to walk around the outside of the 
main body of the enemy and keep 
using the movement icon so that 
your army will not turn and fight. 
The computer army will turn too 
late, once you have walked past it. 

After certain fights you may 
capture captains. They are often 
best used to spy on the largest army 
on the map so you can see where its 
forces are deployed. Be sure to 


remove your captain from the army 
he is spying on before you attack. 

Another use for captains is to 
give them a small amount of 
soldiers and send them around the 
back of an army. If you then attack 
with the main force, the computer 
army's captain will be left 
undefended at the rear. 

Don't build boats if you can help 
it, build weapons and either wait 
for a computer army which has 
boats to attack you or attack them. 
Either way, you can then collect the 
boats that are left behind. Collect all 
the weapons that are left after a 
battle. 

If you are fighting a village, use 
aggression level one so that you 
leave some men there. If you are 
attacking a larger town or city and 
you begin to lose r switch to 
aggression level two. If you are 
fighting an army that is not in a 
village then use aggression level 
three: there is no need to leave 
them alive, especially If they are just 
going to go around attacking other 
villages. 

If a village you control just makes 
pots T recruit all the soldiers you can 
from it and move on to another 
village that provides something 
more useful 

To get the maximum use from 
inventing, recruit all the soldiers in a 
village and then invent so that 
instead of two teams inventing 
different things in one village, you 
just have one larger effort. 


Also, attack trees to prevent an 
enemy village from building a lot of 
weapons, When the enemy builders 
spread out to find trees, it is then 
easier to pick them off one by one. 

The best way to win fights is to 
get a catapult or a cannon. While 
inventing; set your aggression level 
at three until you create one. 
Cannons and catapults can destroy 
up to 10 to 1 5 men with one shot, 
but can also destroy houses and 
workshops (along with their food 
and inventions), If a computer army 
gains a catapult take extreme carel 

Make sure that you save the 
game before you go into a large 
battle, then if you don't win it 
doesn't matter. Also, save after you 
win a battle so that you don't have 
to risk re-losing it at a later date. It 
is a I so advisable to rest your army 
before engaging in a major battle, 
as this can often greatly affect the 
outcome. 

If the game ends up with one 
huge computer army running 
around the map while you try to 
avoid being hacked to pieces, carry 
on avoiding the army by running to 
the opposite end of the map and 
start inventing catapults. The large 
army will walk down towards you 
so, before they arrive, run to the 
other end and invent there. Repeat 
this until you. have a catapult, then 
attack the army from a distance {as 
described above), run away and 
carry on until the army is a more 
manageable size. 
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Ground Level 


Although 3D software technology has only 
recently become fashionable, Incentive has 
been there right from the start. This month 
sees the launch of its very own Freescape- 
based construction kit (see review), so 
what better excuse could we find for the 
programming team to take us on a trip 
through one of its classics? 

BUSTIN' rOR BEGINNERS 

THE EVIL IWI AGISTER has incarcerated your 
twin brother/sister in a room somewhere 
within Castle Eternity - and you're there to 
play the part of Heroic Rescuer. The only way 
you can rescue him/her is by defeating 
Magister and all his ghostly chums. 

Unfortunately, you only have a limited 
amount of strength, which is sapped every 
time you a) fall heavily or b) encounter a 
spirit. It's vital to keep your strength up - by 
eating food, drinking potions or simply 
visiting the hospital, gym or barracks. 


CHEAT MODE 

AS SOON AS YOU'VE STARTED THE GAME, look Straight down (SHIFT - 
L), then press the right (action) button a number of times (between 12 
and 25 should do the trick) until you hear a noise- then look straight 

forward. You'll see four coloured square On the ground ahead. 
Throw rocks at them for a choice of infinite revitaiisation, all 10 keys, 
rock travel or the end-game sequence. 


TREASURE TROVE 

LOOKING FOR EXTRA POINTS? Here's where you can 
find the treasure: 


The Catacombs 



TREASURE 


LOCATION 


10 gold bars 

Pentacle Vauft 

Crown 

Display Chamber 

Sceptre 

Display Chamber 

1 large gem 

Dragon's Hoard 

1 large gem 

Display Chamber 

4 small gems 

Dragon's Hoard 

2 small gems 

Display Chamber 

1 small gem 

Torture Chamber (rack) 

12 coins 

Dragon's Hoard 

6 coins 

Cellar Corridor (slot) 

2 coins 

Igor's chest 

1 coin 

Priest's Hole 

1 coin 

Under Staircase 

1 coin 

Kitchen (larder shelf) 

1 coin 

Cellar Steps (behind second flight) 

1 coin 

Lavatory 

1 coin Wizard's Hut (but only after you've been 


on the church roof) 
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THROUGH THE KEYHOLE 

S MOST OF THE MORE IMPORTANT ROOMS are barred 
by locked doors. This is where the keys are: 


KEVS 

WHERE FOUND 

OPENS 

Gold 

Church Roof 

Granary Chest 

Gold 

Hut Chair 

King's Solar 

Gold 

Pentagon Vault 

Final Room 

Silver 

Well 

Library Door 

Silver 

Igor's Chest 

Stairs 

Silver 

Shrine 

Stairwell 

Gold 

Under Trojan Horse 

Barracks 

Silver 

Hay Barn 

Stairwell Exit 

Silver 

Kitchen 

Igor's Room 

Gold 

Vault Vestibule 

Final Cell 
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GRUB AGAINST GHOSTS 

FOOD GIVES STRENGTH and points: 2,500 for each 
tasty morsel of cheese and 5,000 for any other kind 
of food. Here's where you'll find it - but be warned, 
some of it is poisoned: 


LOCATION 

Smithy 
Stables 
Chapel 
Hut 

Corridor 
Curing Room 
Carpenter's 
Inn 

Igor's Room 
Corridor 
Kitchen 
Larder 
NW Tower 
NE Tower 
SW Tower 
SE Tower 
Catacombs 


QUANTITY 


TYPE 


1 (Cheese) 

1 (Cheese) 

1 {Cheese) 

1 {Cheese) 

1 (Cheese) 

2 (two Fish) 
1 (Cheese) 
1 (Cheese) 
1 (Cheese) 

1 (Cheese) 

2 (Cheese) 
9 (three Cheese, six assorted) 
1 (Cheese) 
1 (Cheese) 
1 (Cheese) 
1 (Cheese) 
1 (Cheese) 



PENTACLE POWER 

THESE ARE THE LOCATIONS of all the Pentaeles: 

Cavern (Well) 
Cavern {Wizard's Hut) 
Cavern (Pool) 
Cavern (Boulder) 
Cavern (Pulpit) 
Gatehouse Ledge: left Ledge, behind you. 
junk Room; on shelf. 
Display Chamber: entered from above! 
Dragon's Hoard: revealed after collecting green gem. 
Bell Tower: pull bellpull! 
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six (dragon; eyes, teeth, horns) 
six (Igor; head) 


SPOOK CITY 

THE CASTLE-DWELLER'S GUIDE to spook locations; 
SP IRIT LOCATION H IT POl NTS 


Courtyard (in flag) 
Stable 1 
Main Hall 
Hospital 
King's Solar 
Granary 
Dragon Room 
Igor's Room 
Baths 

Vault Vestibule 
Curing Room 
Gym 
Stores 
Lobby 
Armoury 
Spirits' Abode 
Hut Cavern 
Well Cavern 
Pool Cavern 
Pulpit Cavern 
Boulder Cavern 
Torture Chamber 
Wine Cellar 
Dungeon 


one (three indi vidua 
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WORK IN PROGRESS 
GOES WILD! 


We peek behind 
the scenes at 
four of the 
hottest forth- 
coming games 


♦♦♦ 



Populous 2! 

RoboCop 3! 

Indiana Jones 
And The Fate Of 
Atlantis! Core's 

Thunderhawk! 


Keep ahead of the same with The One 
next issue on sale June 26th 


We only supply members but you 
can order at the same time as joining 

£6.00 membership includes: 

NRG colour magazine, with News, Reviews A 
Graphics and featuring the advenlur&s of the Neu- 
Heal Gamers Cyberpunk street gang. NRG is sent to 
all members bi-monthly and includes the Special 
Reserve- top ten charts, a release schedule of 
forthcoming games and a full catalogue oi club offers. 
7-Day Safes hot-lines. 9am to 8pm weekdays. 9am 
to 5pm Sat. 10am lo 5pm Sun. 0279 600204. 
Enquiries hotlines dedicated to afier-sales service. 
9am to 5pm weekdays. 0279 600305, 
fast despatch of stock hems. Over 40. M0 games m 
SSOCk. Games sen| individually wrapped. 
Written receipt of order, and we issue refunds on 
request in the event of any delay. 
Best Prices and Best Service, lhafs why over 
$Q,QQ0 people have joined Special Reserve. 

ANNUAL UK MEMBERSHIP f)f) 

UK £6.00 EEC £8.00 WORLD £10.00 £»U» UU 



xs 

NRG 




10.99 


7.99 


10.99 6.99 


5.99 


9.99 


costs £14.99 extrs but 
saves you up to £120 

Annual subscription 10 XS NRG is jusi £14,99 tot 
Special Reserve membecs only. The price mcludss: 
6 issues of XS NRG colour review magazine for 
Amiga, ST and PC users, Each issue is packed with 
reviews of new games (and some of the best older 
ones} and unities. There's more atwut the NRG sireet 
gang plus cheat modes, bulletin board and club letters. 
You get more from tne club with XS NRG. ... 
f sols of £20 money- oft coupons, redeemable 
against items bought from Special Reserve. 
$ demonstration disks of pre-release or laies! thles. 
Thai's 1 B reasons lo buy XS NRG... heres two more: 

OR we'll give you XS NRG PLUS. . all for £29,99. 

NRG * disks + coupons + Populous + Sim City 

Enter XS NRG and pay £14,99. 
Or enter XS NRG PLUS al tZ9\99, 
Thaw offers apply to UK Only Special 
Reserve m&JUberahip is not inKSudeC. 
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CE.AELINE IBIJDOETI .. . 
DEATHTRAP 

_t-fchCF.= O- "HF 5R0rtM 
DEJAVU 
0EJAVU2 


k<:kbC5kii« 

■SCPXjllSj , 

FTOUH I«K 

«JNT ,fl!JP 

>ll iBixeiT> 

MAN AS! R .._ i:nn 

(JEST £ (I MEG. i'SIERRAi 25 
RADl*HCE £1 MEGl 'Sail I q ?9 
15 PPX5H5ED LANDS . 9 
(CNASE HQ Tl-HHIMN. X-OL/T 
F _ :BCaSI MAiVBCWIS.AU:fl: i-=.yg 

EHORfT ...iBfl 

fl.&s pry^FRnnoME 

B9 POWFnklOgQBR 1tB« 



Postcode 
Computer 
Payable to 


Tel. 


'FnkKlNGL-j DATA DISK 1 ... 
•fl A-j PCWFRAOflKS I MAM PL A\ PJ..S 
fl « SPPFAf-lSHELI. MND WCflDS 2 £ 

11 « «FO"t f :>A»A«A!iEl 

M PRETlATW 2 

7M PFH^JCF OF PERSIA A 

PR-n TFriNlS.TO.W z .. 
DE.UXE MLfSIO C04L=;TRuCTKjN 3L r dD M PR-DTF XT WiHl : ^-f>LJEE-SCfl W 

DELUXE PANT 3 4D flfl PLlnfl F SATLflN DAY V. 

DEMONIAK 1933 PUZ7NC _. ^ 

DELTEROS 15 33 OLE5T FO" ClOHV ."1 M 

DISNEY ANIMATION STljtlKJ SZ- 33 Ox if ST Fl ,:. C.I.OFV 2 1 1 

DRAGON WARS ... CAiF F,Tni>4 ? SSh 

DRAGONS LAH | " MECi' 2i 3D RAlNFiQrt ISLAWJ 

DRAGONSLAfli. 27 33 

DR.AHKHEN 11 Bf 

DUNGEON MASTFR 1 1 LCG| 10 H 

DUNGECW MASTER Ff:iTf:ri ? » 

DYNASTY WARS 6 49 

E MOTION B 49 

ECO FttftMTQUS „ IB M 

ELITE _ 3.49 

ELVIRA M 5TRFSK CaT-k ; I UL-j| 20 SHACQ^I flF TllL b.LAat 

ENOHAMTEH iBlir>SET! 3HAf;CJW Y^^HHIL:H , -• 

EPIC -SS SHFHMANJ k!H 

t.^tA=E r F?DV 3WtJF S CASTL€ 2B.» SIERRA PACK .'M-OME 

ESW*' 'E.*3 Cf CAMI 

EU=OFEAN EL.PER LEAOUC „..IB53 CCCFMAME iCCMW r MEG, 

EYEOFH-DRJ3 3 .]3 SLKrtOFlM 

EYE OF THE E=Hf:1 DFfl |SS|| 1 1 WES; IS 33 

F1 5 STRIKE EAGLE t Z1 33 

FIE FALCON ., 12.BA 

F 1 6 FALCON MISSION PS* 1 1193 
F16 FALCON MIR5IQM f:iSX S 11 90 

FISNTEKEFTOft J9.4B 

F 19 STEALTH FKJHTBR 19.93 

F 33 R ETALIATDft 1&4B 

FAST BREW IRASKFTHAUJ S.BS. 


i' re 


RCj< DANGLR.JU3 . 
BVT.H DANG£PflU!i a 

mreocop 

roeo.:ope 

RaraFTr..-,u:n . : 

R_eiCi:1M 

r. TU H r - AM- 
SFORET OF WMKEY IELAH3 


Special Reserve 
P.O. Box 847, Harlow, CM21 9PH 


Existing membsrs p\B6Sm 
pnie'your Membarihip No, 

Special Reserve £6 UK. £8 EEC : £10 Wo -Id 

PLEASE ENTER MEMBERSHIP FEE 


-ERHA= FGflMI I. A I 
FEUDAL LCRD-i 
FIRE AND EfllMRTCNE 
-I5H' M3CRO:i 
FISTS OF FURY 


3 Ai 
1b. Ai 
1B.B9 
(■. H 

19.» 


.AWES O- r?FF0C#J IMU'WIV- bH I, 2 I M 


TJGHT OF Thf WTAjjOCfl 
■OOL5 EKflAM^ 
FLH SCHOOL 2 II y 4. 


SlV CITY 

SU CITY' TERRAIN EDITOR 
S'Mlli Ah&CfiOSSatNES 

EKYFOX ~TL 

£.^RC?riEfl iuulvjet;. .... 
E#"ACE HAflfllE^S 
SPACE 0UEST3I&ERRAI . 

SPFFDRAtL 

SPFFD9A.L Z 

5PFI I RlXNU 

SPY WHO LC^ED ME 

5TAflFUGHT 

BTAR GLIDER 2 _ 

SIIPFRCARsa 

SLIPFR Ml>,ACO -GRAND -RIK 


.. 20.44 3l,PER8A£C PbRSOTAL 2 lOATAFlASE'i 
. .749 Sl,PEr*^AH II ME3I ■ 5FHEAD5HFET),. .' 


Item 
Item 


I'ern 


hern 


ScC*sr9 Riftjs i >;oJe UK orFFlJ Hjii;.cii. 

Fct nan sr/7*sre itemfl audi as jay5lii*5 or b*iK diEKS 
plaasn ack) 10% EEC Or £Ki WbrkJ ram«lfl. 
0™tw35 otJena mjai ba pari bf cwtn card 


23 -43 
BOM 
15 4b 
1&99 

gj,n 


'h : v;. 
:i> 

..7.4S 

■ ft ;■: 


ONE AM 11 


LT 


Credit card issue/expiry date 

CHEOU E'P. 0 ,'VIS A-ACCESS/M ASTERC ARD/SWITCH 


&=TT v SBUFICli'SSll 
G C A BA5ID V:1 i Cl>j4riLEfl 
GFABASIDVaCINTFPPfii IL- 

QODQ .„„ 

GOLDEN AKE 

□ RANG PRlXOflCUIT 
QFUWITY 

GHEG NORMAIVS LVXF 
GUI.C OF-riEvES IM'SCHDLUEI 
GUNEOAT 

□ UNSHIP 
4ARDORIVN 

HARD CfllUVf } 

HARFCON . ... „ 
HEROOUEST IflflFW INl 

HILL STREET BLUES »E >j 

HITCH HKF--3 OUlK H.Util | 3 - < 

HOLLYiVOO^CCXLECTlCr, IHOBCCDF 
C-05TB:JSTF"^ i' INLIIAMA J'.-NES 
BATMAN THE UQUlEl J M 1fl« 
HC+.IE A.o:o..r,--:; LMoirAi S3^ft 
HOUND OF SHAMrt 9 40 

HUNT PQR RED OCTOBER jPSt,....fiM 
HUNTER . .. _jT.....7>iil&Bfl 

ivmchta! 1 Mian 

IMIMMAFOL S Mill 

INTERPHASE; .jp 

IT C^ME FRf:M "ri^ KSLH I I VJEGl 
WANSTErtAflTSOFF-nOADHA^EH ... 
J MCKtALISnO-F ,!;cv 



13 43 SUPREMACY 

SWITCH BLAC€ 2 
BWIV 

srtcflrj cr Sudan 

TFAM -'ilJ^I.IK 

TEAM YANKEE 

TFFNAOE MUIAN 1 " HERO 
TEENAGE CUti-N :&trip 
THFME PAH< MYSTERY 
16.9B THRFF STOOGES (CPvEMA'tWFIF , 

b wi tow -.J2rZ. 

Toup«wprrGOLF 

TOYOTA CELtA 5T RALLY 
TRtAJfTOL 2 ) MENACE BAAL TFTRlS; 
TRWH VOL 3 EVtEDaALL, EL COO 

■a.M. ycftfv nccKLi rangeri nm 

>7^9 uhboslmERigPafwcs -a^imatcni m re 

#*9- TURH|C*N2 li re 

TVRPCnT!iU.VJ<ETEALL lire 

ULTMAS ure 

ULTWaTErjde ia» 

UMR z ;i MEGl zn.tg 

WE I i.4» 

WAWAO ., J 4B 

WAFj.ClDCy .-i ME(3J tJM 

^EELSorrPE lflBs 

WHOM 11 MLGl iCIMEMAWASf I If re 


J. AfCK.AUS VOl 1 Cl> IRSI S 
J. MCKLAU5 VOl . INT C:3U^SL!i 
JAMES FONTJ 
JET (SUBLPgiCJ , 
KHALAAN 


MNNINa TEAM I 3 59 

WW OUT ABfl 

WOtFPAO! 1 1 MEG| 1^43 

Si rtOClE a LA-li: 1 ' MEG ■ U SC .50. 1 f. 1 I a re 

- WORKBENCH 13 14 re 

An ATM 01 I HE DEMON lire 

1D.43 XENOUOAPH B « 

<i0M HENOAI2. MBGAfiLAST ■■ re 

■fi'» hiphos <| « 

'4» ;-0UT ..: ..; 12're 

'AM ZQttK 3 ;BJJDGET| 9A9 


INEVITABLY SOME GAMES SHOWN VM HOT 'VET BE RELEASE D 
lnter-MerJiat«s Lid. Reg. OHice: Z Soulh Block, 
The Mailings. Sawbrid^eworlli, Herts CM21 $PG. 
VATreg, no. 424 flS£>51 



59p each or 
21 ,99 lor 50 



SONY 3,5" 

DS.'DD 04SK + LABEL 

59p each or 
£21 .99 for 50 


| AMIGA COMPUTER SCREEN GEMS 

+ TV MOOULATOR MOUSE. B^CK TO THE FUTURE Z 

days of thunder, beast % deluxe paint 2 a 
i niqhtbreji0 349.99 | 

PHILIPS B833 MK2 MONITOR 

| COLOLffl STEREO WITH AMIGA LEAD . 269.9S 

AMIGA AMI S12K RAM UPGRADE 

TO 1 MEG. GENUINE ITEM WITH CLQCk 4459 I 

TECHfJFCAL DEVELOPMENTS AMIGA 

S ' PK HAM UPGRADE WtTH CLOCK .34^f> I 

| 2YDEC- AMIC5A512K 
RAM UPGRADE WITH CLOCK 34.9$ | 

AMIGA A5SO 20 MEG HARD DRIVE 

•IAUTOBCOT WITH KCKSTART SOCKETS 
FOR 2 MEG OF RAW. SCSI INTEHFACEl ...... 269.93 

I CUMAHA EXTERNAL DISK DRIVE 

C AX35i 15" 6&iK FOR A5O0 Cfl AafJOO 79.99 | 

ROCTEC SLIM DISK DRIVE 

EXTERNAL AMIGA DISK D#IIVE RFa25C 59.99 I 

DUST COVER FOR AMIGA | CLEAR PVC1 ii» 

DUST COVER FOR PHILIPS MONITOR &.» 




B&tk raw left 1g rtQlnl 

COMPETITION PRO EXTRA GflEEH 1 3. 49 

OUICKJOY JET FIGHTER JfJYS I ICK 13 93 

QUICKSHOT 1 1 1 A TURBO 2 JOYSTICK h 33 

QUICKSHOTl3"F PYTHON JOYSTICK . 3 93 

TJHBO BLAS~ER JCVfil irjK 993 

COMPCTITION PRO EXTRA GIO RED ia|« 

Front raw Icfl 1o right 

TURBO 4RAPID FIREi jOrpAD 14 n 

ROCTEC MOUSE FOfl AMBGA ' '15'gg 

OUICK5H0T127 STARFIGHTER REMOTE 

CONTROLLER ♦ TWO i.NFA-RED ^OYPADS 29 99 

OUICKSHOTIieF MAVE FUCK 1 JOYSTICK 13.99 

Olbor Hims nM BllOVin 

COf/PCTITlON PRO 5O0C BLACK 1 0 99 

COMPETITION PRO !?WC MEAN GREEN .. , . 1D99 

COMPETITION PRO 5COD fiEO'WNrTE 5 99 

COU»FT|T|0N PR05COH WHn"£ Kfjfl 

cow ncr-j h hc = vrr-A cow sa,t i j 

COMPETITION PRC EXTRA CLEAR 1 3 49 

CONTRIVER CB2DA ATARI ST WOJSE 28 gg 

FOUfl PLAVER AMIGA'ATARI ST JOYSTICK 

ADAPTOR IFOR KICK OFF £ ETC| ...... . 7 99 

MOUSE MAT 3 

NAKISHA. MOUSE, BRACKET A MO MAT |AMIGATSTj...E*.BG 
POPULOU5.FAi.CCH LEAD .;NULL MCOEMJ ?.98 

CnriZEN SWIFT g COLOUR PRINTER 

FRICTION & TRA.CTOR 2l3 CPS.'36 NLO COLOUR 

2* MONTHS WARRANTY 199 9$. 

C1IZEN SW-c- COLOUR FRINTER RIBBON 1 4 99 

PRINTER LEAD AMIGA OR 9T 9.99 

OLYM PUS U" OPTI K LEAD 0(. ASS 

ANTI-RADIATION t REFLECTION FILTER 74.99 

POWERWORKS SUITE inc. NC 

KINO WORDS 2 WORD 
PROCESSOR. 
MAXiPLAN PLU5 
SPREADSHEET AND 
INFOFILE DATABASE 
WTTH MAH MERGE 3649 


KIND WOFEDS 2 WORD 
PROCESSOR 

WITH SPEUvCHECKER 
THESAUnJS 

AN'J SUPERFONTS 139 
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they are in love with the same 
d ultimately, in a nail biting climatic 
ume the are going to end up pointing guns at eac 
ado otth a only one character can walk awa 
est friend, showdown - but that's* 
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NEWS 


MICROPROSE REACHES 
NEW HEIGHTS 


ALTHOUGH IT'S 
PRIMARILY KNOWN for its 
fast-moving^ all-singing, 
all-dancing modern-day 
military simulations, 
MicroPro se has recently 
started adding other strings 
to its three-dimensional bow. 
Knights Of The Sky and Silent 
Service II were the first products 
to take the simulation specialists 
back into the past and now, 
thanks to UK-based Vektor 
Grafix, B17 Flying Fortress looks 
set to continue this trip into 
yesteryear. 

Anyone that's seen David 
Puttnam's Memphis Belle will 
have a good idea what B17's all 
about. You are put in command 
of one of the huge World War II 
bombers and not only have to 
deal with keeping the machine 
up in the air and flying in a 
strict formation as the entire 
squadron passes through 
occupied France and Germany, 
but you'll control each of the 
crew's 10 positions as the plane 
is attacked by Luftwaffe 
squadrons and anti-aircraft fire. 
As you control one position, the 
computer takes over the other 
nine, alerting you if something 
happens. Also, as you're in 
charge of the plane, you get to 
issue rewards and promotions 
as you see fit, ensuring that 
each of your crewmen keep 
improving. 

You also get to plan out your 
mission, taking in every little 
detail from crew selection to 
what piece of artwork is 
painted on the nose of your 





plane. The graphics are a stunning mix of detailed animation 
;ind MicroProse's usual excellent 3D and in some places the 
two are combined to good effect. 

Also being worked on (as reported in issue 40) is the 
simulation/strategy game A T.AC, which sees you as 
Supreme Commander of an entire anti-drugs campaign. 

Rather than spearhead national poster 
campaigns and serious telly adverts, you 
have at your disposal an entire army of 
undercover infiltration agents, two fully 
armed attack helicopters, four F22 stealth 
fighter/bombers and a complete secret basej 
hidden deep in the jungles of South 
America. 

From there you have to plan out your 
entire campaign, designing aerial missions 
from scratch and using your agents to gain 
intelligence on the enemy forces. They 
have a full army of resources too though, 
not least of which is money and they can 
buy everything from politicians to hinder 
your campaign to hardware to fight back 
with. 

A.T.A.C. is more than just strategy, you 
also get to take part in the missions too 
thanks to the fully realised 
three- dimensional simulation aspect, 
controlling up to four aircraft at once. 
Features such as 3D radar displays and and 
fully-definable external views add to the 
graphical delights and towns, cities, hills, 
mountains and plantations add to the 
atmosphere. 

Both games art: still deep in development, 
with Bl 7 due out around June and 
A.T.A.C. around September, 


WIN! A DAY AT AN AIR TOURNAMENT! 

In order to get everyone in the mood lor both B17 and A.T.A.C, MicroProse is offering five lucky winners a free trip to 
this year's Air Tournament International, taking place on the 13tfi and 14th of June. The event is held every year to raise 
money for the Royal Air Force Benevolent Fund, and ATI '92 will be the biggest ever, include flying displays by over eight 
different formation flying teams from across the world (including the ever-popular Red Arrows}, demonstrations by 
B52s, Tornados and, of course, B17s. We can't promise any stealth bombers, but there will he one of the largest ground 
displays of aircraft ever seen. 

To win one of the five tickets, simply send your name, telephone number and address on a postcard (or the back of a 
sealed envelope} to the following address (NOT to us!): ATI '92 Competition, The One For Amiga Games/Mi croProse 
Software, Unit 1, Hampton Road industrial Estate, Tetbury, Glos. GL8 8LD. Get your entries in before 28tn May 1992. For 
further details on this year's ATI, a recorded information line is available on 0891 122997. Calls cost 36p per minute 
cheap rate and 4Sp per minute at all other times, British Telecom are donating a sizable portion of the money made on 
each call to the Royal Air Force Benevolent Fund, but still get your parent/guardian s permission to make the call 
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...has landed. 


developed in cooperation with 

© Lufthansa and Deutsche Airbus 


NEWS 


It's that time of month when our crackpot 
review team gather together and come up 
with the best titles over the last three 
months: if you're after the best read on... 


ANOTHER WORLD 

Lester Knight C hay kin is 
a nuclear scientist!. Due 
to a massive explosion 
he's engulfed in Another 
World. The use of special 
effects will have you 
enthralled in this real- 
time adventure. 


BLACK CRYPT 

Take a party of four 
around a Dungeon 
Moster-esk maze, 
working out traps and 
killing the odd two- 
headed nasty* The state 
of the art in role-playing 
games 


JOHN MADDEN 

AMERICAN 

FOOTBALL 

The crowd roars as the 
quarterback runs to the 
end zone* Experience the 
thrill of it all, with EA's 
latest American Football 
game. Just as good as 
the Mega Drive version. 

HARLEQUIN 

Gremlin's latest platform 
romp calls itself the 
Amiga's answer to Sonic 
and Mario: it looks as if 
this might be true. Roam 
around massive levels in 
search for the pieces of 
the heart of Chimerica* 

MERCENARY 111 

Your friend Margaret is 
in strife* She's out of 
office, and there's an 
election soon. The only 
candidate is a shady 
character named PX, Bil. 
Your mission is to stop 
this character. 


SHADOW LANDS 

You're dead I Not 
completely, but pretty 
close. Your spirit is 
trying to retrieve your 
body, far a way in a 
temple. A strange 
scenario, for a great 
game! 


V g 




RENEGADE REPLAY 
THE CLASSICS 

IN A MOVE SURE TO DELIGHT newcomers to 16-bit 
computing everywhere, Renegade have announced the 
imminent release of two £25 compilation packs collecting the 
complete, if you will, "works" of the famed Bitmap Brothers. 

The first compilation is due to be released in April/May and has been 
inventively named The Bitmap Brothers Volume One. It will 
comprise of the classic blaster Xenon, the RFC/arcade adventure 
Cadaver and the superb "state of the art" future sports simulation 
Speedball Z. 

The second compilation, to be called (in an inspired leap of 
imagination) The Bitmap Brothers Volume Two, is due to be released 
around September time and will collect the seminal Speedball, the 
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arcade-quality 
shoot-'em-up 
Xenon 2 and the 
inspired arcade 
adventure Gods 
Talking about 
the compilations 
Eric Matthews, 
founder Bitmap 
and head games 
designer, 
commented 
"This is 

something we've 

wanted to do for a long time/ The packs mix and match titles from 
the Bitmaps' early (Xenon r Speedball}, middle {Xenon 2, Cadaver) and 

late (Speedball 2, 
Gods) periods, 
and together 
provide a 
complete record 
of the Bitmaps' 
output to date. 

Adds 
Matthews, "We 
f p^^M could 7 ve 
k ^Jfm compiled the 
games 
*■ chronologically 
but we wanted 
to mix the games 
up to avoid 

buyers getting two similar games [i.e. Speedball and Speedball 2_ in 
the same pack." Matthews also took the opportunity to nix rumours 
that the collections were originally going to be called The Complete 
History of 
Computer 
Games. 


Xenon, 
Cadaver and 
Speedball 2 - 
due to be 
released this 
April in The 
Bitmap 
Brother 
Volume One 
compilation. 
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THIS MONTHS TOP TITLES 


TOP TITLES .... .... £J 

Half Me* Upgrade JN/A 

] Meg Cricket N/A 

3D Construction Kit 26.99 

4D Sports Bvnin^ 16,99 

•!J .-siv-n Dtivinu I ft *J 

A3J0 A.I.R.B.U.5 23.99 

"AAlartis Pamily l,"i.99 

Advantage Tennis L6.99 

Agony - 18.99 

Air Support 16.99 

Alien Biecd 15.W 

Alien Swrrri 16,99 

Altered Destiny 19.99 

Amnios 15.99 

Aniilher WurM .,„».. 16.99 

•AXAXL 23 m 

*B-17 Frying Fortress .23,99 

*BAT II .23.99 

Baby Jo 15.99 

Barbarian II (P^nrjssisl . |6.99 

Bards Talc III 16.99 

-Pj.uk Bound 16.99 

Hallle Command. 14.94 

Battle Che a 16.99 

Battle Chess II . 16.99 

Banle LJes 14.99 

'Big Run 15.99 

•Bill Elliots Challenge 17.99 

Bids Oi Prey (Hawki 23.99 

Black Crypt - 16.99 

Hlues B-TUlhen 16.99 

Boston Bomb- Club 16.99 

Bonanza Brothers 16.99 

Cajdiax* 16.99 

"Cardinal cene Kremlin I6."'J 

Celtic Legend 21.99 

Centurion 16.99 

Challenge Golf 16.99 

Cliaos Rnaine 16.99 

Charae of iIil Li^hi Bii^adL 17.99 

♦ChiiKos Revenge 15.99 

Omsj ibe CfcRBKrifln L9.99 

'Coven Action 23.99 

Cruise tor a Corpse 16-99 

Cyber Fighl 13.99 

Daemonsgatc L6JW 

Deodl Brnfef 16,99 

DeateiDiB......^ ................... 19.99 

Disciples of Steel 23.99 

DuuMfi Uragun i 16.99 

'Dure 16.99 

*Bco Quest 27.99 

Elf _ 15.99 

♦Elvira Mistress of the Dark 23.99 

*Sjpk 15-99 

Eye of ihe Beholder JN/A 

Eye of Ihe Beholder II .20.99 

'Eye of the Storm 19.99 

Exile...... 16-99 

MS Slrike Eiaitli- il 

Fl9 Stealth Fighter 19.99 

F29 Retalialor 15.99 

»Fkl7A 21.99 

Fantastic Voyage 16.99 

Final Fight .,,,16,99 

Firsi Sunuiai 16.99 

Right of 1hr [nmider 19.99 

•Floor 13 II .99 

Formula One Grand Prix. 2S.99 

•Formula One 3D 16,99 

FuzzbsJI .„ 15.99 

Gauntlet El 16.99 

O&fefci £18 years only) .„„.,, 16,99 

Godfather 16.99 

Gods 15,99 

GLoc 16.99 

♦Gunship 2000 23.99 

Heart of China 27.99 

Helradall 23.99 

Hudson. Hawk 15.99 

*H«k - 15.99 

Hard Nova 13.99 

Hunter 19,99 

"Indiana Junes (Far* Ailamis).. 14.39 

Jimmy White Snooker L 11.99 

♦Joe Montana Football 16.99 

•John Madden FraihaJl 16.99 

Kings Quest % r 26.99 

Knighdrnare,,-,. ,19.99 

Kniglns erf the Sky _ 23.99 

LaslNinjam 15.99 

LeaiMfcr I S 99 

^Leisure Suit Larry V 26.99 

Lemmings.. ....16.99 

Lemmings Stand Alone _ 16.99 

Oh No More Lemmings 16.99 

Lard nf Hie Ring*.,.... „ 16,99 


AMIGA 

29.99 
I 2.99 
26.99 
16.99 
16.99 
23.99 
15.99 
16.99 
18.99 
16.99 
15.99 
16,99 
19.99 
15.99 
16,99 
23.99 
23,99 
J 194 
15.99 
16,99 
16.99 
16.99 
14.99 
16.99 
16.99 
19.99 
15.99 
17.99 
23.99 
16.99 
16.99 
16.99 
16.99 
16.99 
16.99 
21.99 
16.94 
16.99 
16.99 
17.99 
15.99 
14.94 
23.99 
16.99 
15.99 
16.99 
16,99 
19.99 
23.99 
16.94 
16.99 
?.7 99 
13.99 
23.99 
15.99 
18.99 
20.99 
19.99 
16.99 
33,99 
J 9.99 
15.99 
21,99 
16.99 
I6.99 
16,99 
19.99 
21,99 
23.99 
16.99 
15,99 
16.99 
16.99 
Lfc.99 
15.99 
16,99 
23.99 
27,99 
23.99 
15.99 
15.99 
15.99 
19.99 
18.99 
14.99 
16.99 
1699 
26.99 
19.99 
23.99 
15.99 
18.99 
26.99 
16.99 
16.99 
16.99 
16.99 


TITLE ST 

Lotus Esprit IE 13.99 

•Uire of the Temptress 16.99 

Maddog Williams 21.99 

Magir Pockets 16.99 

MandiL-vSur C.ld luireijit! 15-99 

'Mauplti Island _ 16.99 

Mega Lo Mania. 19.99 

* Mega Tv, ins 16.99 

Mkroprose Golf 23.99 

Midwinter El 23,99 

♦Might & Magic 1H._ _ 21.99 

♦Moonbflse ...........22 .99 

MootutoM - 21,99 

Monkey IsLartd 16.99 

♦Monkey Island H 17.99 

*Myth 15.99 

Wavy Seals 15.99 

Outrun I-igrnpa 16.99 

Pang _ 13.99 

Paperboy II 1699 

•Parasol Stan 15.99 

Pegasus „ 16.99 

PGA Plus N/A 

PGA Data Disk N/A 

Pilfighter 15.99 

Pools oi Darkness,.. 21 99 

Populous II 20.99 

Po*ermonger 19.99 

PnwemKMiger WWI Duia Disk 1 1 99 

Railroad Tycoon 13.99 

R*B*I* Baseball IL 17.99 

Kllll Ii Eur Ihu 5kie% 19 99 

Rise of the Dragon 26.99 

Rubocod 15 99 

RoboCop U 13.94 

RoboCoplll 15.99 

KnbcKixme 1699 

Rocketeer _ _ ..20.99 

Rodland ..16.99 

KmIIliil Kmiiilv 15 99 

Rubicon 16.99 

Rttgjby World Cup 1&99 

Savage Empire _ 1 4.94 

♦Search for the King 19.99 

Shadow Snreenw 17. .99 

Shadovp Warrior 14.99 

Shultlc the Simulator .27.99 

*Scige Master ..16.94 

Silent Service II 23.99 

♦Sim Earth 16.99 

•Sim Ant 15.94 

Simpsons 15.99 

Sa)MTV,-,nn ,,15.99 

♦Space I8S9 ..16.99 

♦Spa« Ace II (Borfs Revenge)26.99 

Space Crusaete I5..W 

Space Gun 15.99 

Space 0»«t IV ...,,26,99 

♦Special Forces 23.99 

Star Flighl II ,.,.„.,.. 16.99 

•Star Trek V , 16.99 

SlrilteReet 16.99 

Super 5 puce Invaders 16.99 

^Suspicious Cargo 16.99 

Sieve McQueen J6.99 

SWAP...,, , 16.99 

Switch Blade 11 15.99 

The Godfa/lher .,..,.,..,.,.,,.,...20.99 

I Lniiuialur 13 1S.49 

Test Drive III 19.99 

The Adventures ofRobm Hood 16.99 

Their Finest Hour 19.99 

Their Finest HourMission Disk 12.99 

The Managar 16.99 

Thundcrhawk-... 1 7.99 

Tip Off 15.99 

Toki 1S.99 

-Turbo Charge 16.99 

"Tajiles Arcade 16.99 

TV Spans Boxme. 1K.99 

Twilight 2000 23.99 

"L'ltrma VI ,.,.20.99 

Utopia 19.99 

Vengence of E*enlibur....... IB.99 

Vidfirtkid 15,99 

♦Volfiev _ 2 1. W 

Vroom.... 16.99 

Wild Wheels 13.99 

Wiz Kid 14.99 

Wulfchild 17.99 

World Class Cricket _ 19.99 

World Class Rugby 16.99 

Wrath Lit 1 the L>aniLin 19.99 

WWF 15.99 
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16.99 
26.99 
15.99 
15.99 
26,99 
23.99 
16.99 
' h >>■; 
16.99 
1699 
16.99 
16.99 
I 

13.99 
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15.99 
19.99 
16.99 
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L2.99 
16,99 
17,99 
L5.99 
15.99 
16.99 
L6.99 
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23.99 
20.99 
19.99 
LS.99 
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14.99 
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19.99 
16.99 
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(i:*mi;s in^irkvd "ith an * mm not hr released 

i in si hedule date. 


SUPER SEGA 
Super Monaco GP. Golden Am. Crackdown 
Eswat 

Ml fuUJ nailn". t'ur<nil> LI 9.99 


HOLLY VY ( il )1J VI H I .PX TION 

K.urKK.L-ti. Cihisllm-.l^r'. II, IniLiana lisnr--. R:irm;ir m: 
Monrie 

All ( ramus Fi>r i>n \y £ 1 7.99 


POWER PACK 

Xenon 2. TV Sports Football, Bloodwych, 

Lombaffd Rally 
Al guinea fw only £1-1.99 


HAIMHJU COLLECTION 

Ra'ntXT.1 Llaiids, \uv, A-alaixl Sl".r;. . Iliir'?':.- 

Bobble. 

AH three (tanws fur Nmly 112.99 


ii:n ureat games 

Xenoa D, Ferrari Formula 1, Pto Tewilt, Hick 
Dangtmus, Saltan, Pick & Pile, Chicago 90, Super 
Ski,Night Hunter. Carrier GMUMOd 
All ten games for only£J9.99 


I'tlOTRALL CRAZY 

Kick Off n, pjnyer Monagcr. Kick Off 11 the Fmal 
Whistle 
AU three games for only 


POWER UP 

Altered Bca.it. Rainhnjw Island, X Out, Chase HQ. 
Turric-art 
All fjii! Raines li>r 'inh tl7.99 


SOCCER MANIA 

Foclball Manager 2. Gazias SoCLi^r. MiLmriniNe 
Soccer t F/Bnll Man. World Cup Edition 
All fnur iiainas lor unh 19.99 


FLIGHT COMMAND 

fcLlLmmakH-, Strike PoTcr Harrier. Lancaster. Sky 
Fax and Sly Oa.%c 
All five games for only £12.99 


CHART ATTACK 

Lotus Esprit, Janu:s Piral, Venus the Eytrap. 
Ghouls and Ghosts 
All Umf games lihr cinly £19,99 


mm \ ( oi.i.i-:c:TinN 

Double Dragon. Shadow Warrior, Dragon .Njnju 
AIM hrrr jjiinii-v fur il 4.99 


AIRSEA SLPRF.MACY 

Silent Service, Carrier OOBUnOIld, P4~, Gunship. 
FL5 Suike Eagle (ST only), Wings {Amiga only) 
All five games unly f 19,99 


COMBAT A CI :s 
Fighter Bomber, Gurtsbip, Falcon 

All Ell ree [tiinif-. I'ur .inly £19.99 


MIND GAMES 

Auscc rtitz, Waterloo, Confiet in Eurupe 
All three games tor onh X. 1 4.99 


COMPUTER HITS VOL 1 

Tetifi. Jch? Blade, Gulden Path. Hlatk Shudow 
All four games for only £6.99 


(JUlvNT AND (il.ORV 

Caoaver. Mmlwinicr, Blmsdwych. BAT (Amiga only], 
ImnluTcl v^-T (inly i 
All fnitir pmp for only £19.99 


TOPI.F.AG1.E 

Speedball II, Hick DariBerciitt If, TV Sports F«tOalL 

MidA'inler.FnloMi 
All Hvr games for onlj £19.95 


MM K Will- 1- r. I1KIVE 

Loiiei Ejtpcii,CelicagT4 Rally, Team Sozutki, Combo 

All fouir sjra« f<ir (inh ^17.^9 


QUEST FOR ADVENT! Kr. 
Operation SleaJdi. ludj Janes Ihe Advealure, Mean 
Streets 

All n^uimn U\w Hirlr £21.99 


MAX 

Tutriran II. Swiv. NightshLl'i. ST LVa^Lai 
All four games for only £19.99 


SI PER HEROES 

Last Ninju II, Endy Jones and the Last Crusade, 
Strider 11, The Spy Who Loved Me 
All four games for only £17.99 


BIG BOX. 

Captain Blood, Safari Guns. Teenage Queen.Tisi 
Tin On The Moon, Purple Satin Day, Krypton 
Egg, Jumping Jackson. Bo Bo, Hostages 
All len games for only £lrV.99 


BOARD GENIUS 

MOTioTxily(Amg»Only). Scrabble, Cluedo Marie* 
Detective. Risk 
All for only £lt.»> 


COMPENDIUM SIX ( A^p 4-12 yn) 
Six ed-ucalionnl gomes to encourage ereaiivt 
lejii'iniL: in Mill*. Slikhlc:, { ieH.5g.raphy ami English. 
Kids rvpe. Weather Waicher. CalcridLi Qui/, Wunls 
& Numbers sameJvet^Mateh, Wfiert is where it is 
All six for only £23.99 


2 HOT 2 HANDLE 
Shadow Warrior. Golden Axe, Total Retail, Super 
Off Rnad Racer 
All four games for onK t Hi. 99 


Til. IXIE-T TITI.K.S I N UK K tlCKIM) 


TITLE ST AMIGA 

3 Stores B.99 ....8.99 

3-D Pool .7 .99 ....7.99 

ADV hrgil Machine, ...6.99 ,...0.99 

After Burner .6.99 ....fi.99 

Arknoid II 6.99 ....6.99 

Axel Magii HaannitT ..A.99 ....6.99 
Barbarian IE (Palace) ..6.99 ....6.99 
Batman t'iaried Cru^»Lrtrf,.99 6,99 

Batman 1hc Movie 6.99 ....6.99 

Bul*fe BobWe 6-99 -...6.99 

Carrier Command 7.99 ....7.99 

Ceniiefnkl Squares ., ...6-99 .,,6.99 

Chase HQ _....6.99 ....6.99 

Chucfcie Egg 1 ,. 8.99 ....B.99 

eilULl.iL E^g 2 K.99 ....K.99 

Colossus Chess 7.99 ....7.99 

Continental Circus fi.99 ... K. 99 

CraiyCars 6.99 ....6.99 

D Lk'nihle Home HaLmg .6.99 ..,.699 

DiieyThompiceiJ Chall.6.99 ....6.99 


Dtlus Stnp Pcier 6.99 .. .6.99 

Double Dragon I or II .fi.99... .8.99 

Paul PihxI 699.. .6.99 

Flood 8.99 ....8.99 

ftw^citien World? .6.99 ....6.99 

Gauntlet II .6.99... ,6,99 

(ihnnls .inrf C.hosH . . 6 'W .. .6.99 
HitclLTiikers Galaxy ....fi.99 ....K,99 

DK+ 6.99 ....6.99 

Jut .Scl Willie « 99 . K.99 

Lust Ninjall 6.99 ....6.99 

Liaihert iudifcsvPhyhosH .99 ,. S.99 

Lotus Esprit 6.99 ....6.99 

Mar k Minnr X 9 L J . K 99 

MJackson Moomwalker.6.99 ....6.99 

Nnnh & South 6, 99.. ..6.99 

Zealand Story .....6.99 ..,.6.99 

Ninjii Warrior S.99....S.99 

Paperboy 6.99 ... h.99 

Treasure Island Dizzy.4.99 . ...-4.99 
Operalun'i niunilerrH3ltfi.99.„.6.99 


Operation Wolf 6.99 ....6.99 

OfJIDJOn. ....6.99 ...J&.99 

Phanlasy World Diu.y ...6.99 ....6.99 

Predator 6.99 ....6.99 

R.A.C. Lombsard Rally..6.99 ....ft.99 

Runbt>3 6.99 ....6.99 

Red Heat 6.99. ..6 99 

Renegade 6.99 ....6.99 

Roto Cop .6.99 ..,.6.99 

R-Type.... .6.99 ....6.99 

Silk Worm .6.99 .. ,.6.99 

Siunlcnr Racer 7.99 ....7.99 

Switch ftlLKb; .6.99 ..,.6.99 

Thunderblade .6.99 ....6.99 

Treasiiie Island Diizy.4.99 ....4.99 
TV Sports (U.S. I FocubaJl7.99 ...7,99 

Untouchables 6.99 ....6.99 

Vigilante 6.99 .,.,6,99 

W C Leaderboard 6.99 ....6.99 

Wiiball 6. 99 .,,,6,99 

Xenon. - 8.99 ....8.99 


24 HOUR CREDIT HOTLINE 0839-300 606 


OPEN ENQUIRIES 081-747 4757 
Please charge my Access/Visa card no: 
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April One 92 
Exp, Date 


Marii irw' : 


Computer Tittes 
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N'ame .„„.. , r "Date 
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Credit card unleis lak^n. "^p pi^tiigr and packinn. EEC countries add £2.00 f*r hei 
Kon EEC countries add £3.0f>j*T item. All item^ ^ibjett (o availability. E A. O.E. 


STORM 



INDY HEAT" is fast and furious racing action where a decidedly mean 
streak may just keep you out in front. 

With the money you win, plan your attack for ten different circuits - 
do you ploy safe with better brakes or go for it with more engine 
power? Do you boost your turbo or your crew ? - 
the decision is yours* 


With a combination of skill, nerve and a few dirty tricks 
(like running over other teams 9 pit crews!) maybe you a 

being showered with champagne m _ 

and kisses. 


could end up 


"It sounds fantastic, it is fantastic 1 " 
AMIGA ACTION. 

"Converted by the same top geezers 



<Dne 

NEWS 






OOH, WHAT A MONTH April was. Our opening 
news story was about a game being programmed 
by master developer Bullfrog, called Cyber Assault 
556. Billed as 'the best game ever J , it was a 3D 
vector-graphic, space flight simulator with 50 
billion constantly evolving planets to explore, a 
clever programming trick that boosted the 
computer's speed, 64 on-screen colours and the 
ability to deal with 400 million computations at 
the same time. Why was this miraculous sounding 
game never seen 4 Take a look at the month again. 
Yep, it was one of our infamous April Fool jokes - 
and what a good one it was too. We even got 
Bullfrog'* graphics team to knock up a few 
stunning DPaint screens. Ho ho. 

Apart from pulling your 
legs, we also had a few 
genuine amazing games to 
report, not least of which 
was Delphine's 
then-forthcoming 
Operation Stealth, the 
Bitmaps' Speedbaii Z 
and a special 'cheaters' 
. version of the platform 
J fc ^jj" ^,'1 classic Rick Dangerous. 
J^££*!i-~~~~'' J In a very strange 
marketing movej MicroPros e 
decided to release Rick Pttts, a version that 
allowed you to choose which level to start on. 
Wisely, it retained the end sequence for people 
who completed the whole thing instead of 
jumping to the end. 

It was a pretty poor month for reviews, with 
only eight games covered and only four of those 
getting anything close to a decent score. The only 
90+ r s were Castle Master and Klax, while the 
lowest mark went to Ready soft's Escape From 
Singe's Castle ? notching up a paltry 58 per cent. 

We can't let this jape-filled month go by 
without mentioning our EMotion competition. 
Answer three questions and win a microwave 
oven! Another joke surely £ Nope, a real 24-carat, 
gen-yoo-wine artkle. US Gold really put it up for 
grabs and we really gave it away! Almost as good 
as the classic Win A Load Of Wood competition. 

Finally, after his mammoth sprint from E to J r 
Gary Fenn's look back at the Eighties' entered 
another month, sprinting through U 7 K r L and half 
of NA, W r ho remembers K-Tel. }. K. Greye, jawx 
and Martech^ Interestingly enough, the next issue 
was to see Gaz whip through ail the letters 
between M and S (using smaller type to fit them 
in) and just as everyone hung on for the final ride 
in issue 21, The One changed its look r style and 
content and dropped the piece. Tht L Eighties; A 
Look Back in Anger was to fall at the final hurdle. 
A great shame. The nation mourned... 

• Paul Presley 



CHILDREN 

ALTHOUGH WE'RE SURE that the last thing 
you want to do is to encourage your little 
brother or sister to play with your computer, 
that's exactly what widget manufacturer 
Logitech is trying to do with the release of its 
Kid? Mouse. 

Grey in colour and shaped for all the world like the 
furry little creature from which it takes its name 
(with the ears acting as buttons and the cable its 
tail), the Kidz Mojsl- has ht:?.r\ deliberately scaled 
down in order to make it more comfortable in a 
child's hand. 

To accommodate this, Logitech has had to develop 
a new 15mm ball to build the peripheral around. 
However, the company claims that this actually 
improves the mouse's performance. " Although we 
have gone out of our way to give the mouse 
maximum child appeal, " says Logitech J s UK boss 
Brendan MacFerran ? *it is by no means a toy. It very 
much fits in with Logitech's philosophy of 
humanising the computer/' 

Costing £35, the package includes a 10- page fold 
out instruction booklet entitled Getting Ready To 
Enjoy Your Kidz Mouse and a 'birth certificate' so 
that the new owner can give the little creature a 
name of its own. 



PICTURED 
LEFT: 
Logitech's 
Kidz Mouse 
"fits in with 
Logitech's 
philosophy of 
humanising 
the computer". 


RENEGADE 
CATCHES 
FIRE 

PICKING UP 

some of the 
pieces which 
scattered 
throughout 
the realm 
when Humpty 
Maxwell fell 
from his wall. 
Renegade has 
just announced 
that it has 
picked up the 
rights to 
publish 
Graftgold's 
Fire And Ice. 
Commenting 
on the 

development. 
Renegade's 
Tom Watson 
said: "Right 
from the start 
Renegade has 
been 

committed to 
publishing 
only the best 
of original 
product - and 
Fire And Ice 
certainly fits 
that bill." Fire 
And Ice will be 
released in 
May, 

ELF 

HAZARD 

THOSE 
LOVEABLE 
CHAPS from 
the £ff 
department. 
Nirvana's Paul 
Oglesby and 
Damian 5 lee. 
are currently 
producing two 
all-new games. 
Disaster 
Strikes, is a 
"...platform-ish 
effort along 
the lines of 
Elf." set 
against a 
background of 
a scrolling city, 
white The Edge 
is a shoot 'em 
up with a 
touch of 
strategy. 
Neither has a 
publisher as 
yet, but both 
should be 
ready for 
release early 
newt year. 
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If you had the chance to produce an 
Amiga games magazine of your very 
own, wouldn't it be rather like this..? 

132 Scorching Pages FILLED with the hottest Amiga games information. 

News that matters, Previews that will amaze, Reviews you can trust and the biggest competitions 
you've ever SEEN! 


2, DISKS CRAMMED with exclusive playable demos, top notch PD games a new series of 
special interactive programs written by famous games programmers exclusively for The One! 

A 16-Page Tips Pull-Out in every Issue with complete solutions, maps, 

hints and cheats for the top selling games of the previous month (what better way to ensure that a 
higher percentage of the tips are appropriate to YOU?) 

Info-Packed Data Pages where every game that has ever been reviewed 

in The One's respected pages are listed. Graphics, sound, lastability r playability and overall scores 
are printed with price information, a comment, and even a cross-reference to the back issues 
containing the review and the tips. 

PLUS* More reader interaction than any other magazine - compos, tips service, conferences, 
games challenges; stand-alone sections for Public Domain, Budget and Compilations; interviews 
with top games creators and, of course, a jaw-slackening amount of exclusive* and firsMooks. 

In short, The One is growing into the sort of magazine you've always dreamt of; an utterly 
indispensable guide to everything that moves in the Amiga games scene every month. 


This is The One youSi 


NEW LOOK! NEW TEAM! 

Delivering such meg ate n nag e of gamesplaying excitement 
is ne jeb far wimps. An entirely new squad ef software 
commandos have been hand picked from the ranks of 
ACE Magazine. Armed with over 14 years ef games 
reviewing experience between them, the 
new crew of USS The One lines up like this: 



Jim Douglas - Editor 

Five years active service an Sinclair User. 
Transfer to Complete Guide to the 
Commodore 64. Last post: Editor of ACE 
Magazine (disbanded for being too dangerous). 

Jim Willis - Art Editor 

Responsible for all things visual. Pioneer of incredible new 
mag- producing technology. Insists on lengthy games-sampling 
periods in order to accurately get the "feel" for a page. 

David Upchurch - Deputy Editor 

Decorated for his bravery compiling the tips as Staff Writer for ACE 
Magazine and subsequently promoted to Dep Ed. So addicted to Amiga 
gaming that he even plays at home. 

Gary Whitta - Staff Wrifer 

From the original The One squad. Served for three years before going Missing in 
Action. Rumoured to have worked in a mercenary capacity for northern outfit Games X 
before seeing sense and returning to EMAP as ACE staff writer last year. 


For more details 
turn to page 82. 


ve been waiting 


for! 



FOUR GREAT GAMES 

and all this Maths revision... 

Times Tables 

Addition 

Subtraction 

Multiplication 

Division 

Fractions 
Decimals 
Using calculators 
Shape & Space 
Money problems 
Measurements 
Number patterns 


HMATHS 

ADVENTURE P 

National Curriculum Maths for Ages 6-14 


z.:z.: 
'.Z Z. Z' 




SUPER FREE GIFT] 

only for Kosmos mafl order customers 

CASIO SOLAR 
CALCULATOR 


AMIGA MATHS ADVENTURE 

For ages 6 - 1 4 Price £25.99 inc. VAT 

Now available from your dealer or direct from Kosmos. 


Write or telephone for a FREE 20-page brochure of our 
Educational and Leisure software (Please state computer type) 

Kosmos Software Ltd, FREEPOST (no stamp needed) 

DUNSTABLE, Beds. LU5 6BR 
Telephone 0525 873942 or 875406 


Access 
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show 
how ill- 
prepared I 
ms, I didn't 
even know 
^what an 


MIKE SINGLETON 

Game Designer and Programmer 

MAELSTROM IS RENOWNED for producing in-depth, 
playable games, which probably has a lot to do with the fact 
that Mike Singleton was a games player and designer before 
he became interested in computers. Although he has never 
had one published, hn spent bis early years designing board 
games. 

His success with games took a turn for the better in 1979 
when he got hold of a Commodore Pet computer. In 
between doing the odd business program he tried his hand at 
some simple games in BASIC. Three months of that was 
enough to convince him that using machine code was the 
only way to write games properly. "1 got hold of the 
manufacturer's handbook on the 6502/ Mike reflects, "and 
wrote my first machine code game. It took about six weeks 
to write this thing, which was all hand assembled. By the 
time I'd finished I practically knew every op-code off by 
heart." 

This tiny game (about 6K of code and the same in data), 
was called, coincide ntally, Space Ace (no relation to the 
Sullivan Bluth game). If writing it without an assembler 
sounds painful, debugging it was a real horror story. "It 
shows how ill-prepared 1 was/ Mike confesses. 1 didn't 
even know what an assembler was! ff 

Once the game was completed, Mike got in touch with a 
firm called Pet soft, it accepted Space. Ace, and the game 
became a bestseller. Pet sort also gave Mike an assembler and 
introduced him to the revolutionary ZXSO. At that time, the 
company was trying to do a deal with Sinclair, which would 
involve writing six short machine code games for the 
computer. Mike went away and dutifully wrote the games, 
which included one of the earliest versions of Conway's Life, 
only to be told by Fetsoft that the deal was off. 
Determined that he wasn't going to be defeated so easily, 


Singleton decided to ring up Clive Sinclair 
himself. When Sinclair Research saw the 
programs, it invited Mike to visit the company in 
November 1980 and showed him the: prototype 
ZX81. 

To cut a long story short. Singleton was asked 
to convert his programs to run on the new 
machine and they eventually appeared, albeit in 
BASIC, as Games Pack 1. Mike was receiving 15 p 
for each unit sold, and the deal made him about 
£6,000 in total. This was enough to convince 
him that he could make a living out of 
programming. 

Mike J s development team, Maelstrom, was an 
offshoot of another of his early activities: Play By 
Mail games. Dedicated FBM fans will recall 
Mike J s own game, Starbrd, which he ran using 
his Pet computer, Maelstrom was originally set 
up for the purpose of producing a PBM game 
that would run on the ZX Spectrum and in 
which players'' moves would be submitted on a 
Microdrive cartridge rather than on paper. 
Unfortunately, by the 
time the game was 
approaching 
completion, both the 
Spectrum and the 
Microdrive were 
yesterday's technology, 
so the product 
appeared as a single 
player game and was 
called Ddrit Sceptre. 

As to the future, 
while there are no 
definite plans, 
Maelstrom may well 
take the route of 
other successful developers 
towards publishing its own 
games. "It's a direction we would 

like to move in/ Mike confirms. "Amongst other things, it 
will give us more control and more freedom." 

Unlike other development teams. Maelstrom will not be 
rushing headlong into multi-media development. Possibly 
next year we may see some CD products from the company, 
but it has grave doubts about the CDTV. 

And finally, what are Singieton J s personal ambitions^ "One 
thing Td have loved to have done is direct a film/ Mike 
confesses, "but nowadays computer games are going that way 
anyway, so maybe within the next couple of years I'll be 
directing my own film game. 17 

Laurence Scotford 


SOFTOGRAPH 

'Space Ace 

Revenge 
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ADRIAN GALE 


Myth is Adrian's latest project. His first was 
Dmimton "We had a lot of trouble with 
this/ he says, "It kept on slipping with the 
release date, and when it finally came out, a 
year later, it had the response of 'oh dear, 
another shoot 'em up'.* The two most 
successful titles that Adrian has worked on 
were the original La si Niititi, which a sold 
stacks* and Myth (8-bit) which was 
"technically our best game/' he recalls. 
Currently being worked on is Silly Putty, 
which can't easily be categorised; but 
involves puzzles and metamorphosing into 
different shapes. Other games on the go are 
Mind Your Own Business, which is aimed at 
the younger user and Construction , "aimed at 
the high-end user. " Cale adds, *You have to 
basically build a construction, while the 
computer is doing the same." 

Behind every company, there's a 
philosophy which they try to aim for with 
each title. As Ca3e explains, System 3's 
philosophy is product quality: "The market 
is license dominated - it's getting more 
difficult to produce original games, up 
against the licensed games like Terminator Z 
and The Simpsons, There's good competition 
out there, and we're rising to the challenge." 

System 3 understands the importance of 
having an in-house 
programming team: 
"It's the best way of 
working, there's 
always a couple of 
in-house developers 
and the rest are 
freelance. We've 
got deadlines to 
meet r we've got 
graphical changes 
to deal with- - frj ^ 

we need to be all Tt/rhrt r** 
on-hand to sort or/. 


*S? To *XAPHy 

ft)*} 


Director, System 3 

BF.FORE ADRIAN CALE entered the games industry, he 
worked at a holiday camp: *] organised the acts and generally 
helped out," he says. While he was there he did a few jobs for 
his brother, Mark Caie P the Managing Director of System 3, 
drawing box artwork and writing manuals. This eventually 
led to a full-time job at System 3 as a Director, under Mark, 
in 1988: "We work well together," says Adrian. 

His job involves a 
wide range of tasks: *] 
talk to you lot 
[magazines] as much as 
1 can about our 
products". System 3 
doesn't actually employ 
a Fublic Relations 
person: '"As we're 
producing four 'A grade' products a year r we like to keep a 
tight ship," he explains. JI We organise it all. We r re there right 
from the conception ail the way through to the finished 
version - nobody is going to know about the title as well as 
we do". Apart from speaking to and visiting all of the 
computer magazines, Cale writes the manuals, helps with 
the game's development and generally helps throughout each 
project. 
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them out," 
Adrian 

explains, "It's 

a creative 

industry, 
creativity thrives on new 
ideas. With lots of creative 
people working together, 
they can feed off each 
other/ Cale adds. 

What everyone wants to 
know about every 
software publisher, is 
where they're going in 
the future: "We've got a lot of 
faith in CD based stuff, like the CD Rom/ Cale 
says, "We were the biggest European publishers on the C64 
last year, but this year it's changed. We're trying to establish 
the same reputation with the 16-bit market." That's the 
home computer side wrapped up, but what about consoles' 
"We now have an official Nintendo license. Nintendo is still 
fairly new to the European market, so we hope to become 
one of the front runners," Cale explains. 

With System 3 set to produce 16-bit games for some time 
to come, the future looks good for fans of the likes of Last 
Ninja and Fuzzbali 

Jooh Watslsam 
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SEW 

MATCH.'STATS Yngr judgement will be put 
1c? the lest in this unique 4 minute match/stats simulation 
against accurately simulated opposition, This is the 
measure of your learn and your mosi reliable source of 
information- There are displays of: mulch flow, two 
IciiiiB, pluycr-v* iih-thc-ball, injanc*, disciplined 
>uh$ii tut ions, iii-maldi tatties, goal scoreri, possession 
breakdown and performance assessment, 

REVISION ONE 

The best just gal better! All updates (bat have been made 
10 Division One 17 nva i he hixi mj, months, tn addition 
1he mulch screen has improved, opposition team info 
expanded, a European Transfer market added and a few 
mere minor changes. An edit program and a 
customisation program have also been added The 
manual has been expanded and the packaging improved. 
EDIT PROGRAM, Edil the team imd players thai make 
up Division One. Produce your own Division Chit;. 
Scritiish Ijeagut!, British Leiijju-?. Litircypean League. 
(jenjiarv'5panisri 1 'French/ltalian...etC-..eiC- Or even make 
Up a league of all the besl teams you've ever seen. 
CUSTOMISATION PROGRAM Cuslomise thfe4S 
mail Starting squad. Use your OWQ favourite players, or 
your local side. How about as squad with Pde, 
Reckenbiiver, Besl. Cruyff. Maradofina 
WH.Vl l-S IJUiKKI-N 1 MICH I I HIS fJAME? 
Division One 1>2 trmvsforrns the soccer management game. You can concentrate on the football. tUixnrtiKin with players, formations, tenm styles. Build four dream squad 
arnl Llnrik it ivji in uLLuraitl;, ■■•.iniil;ik'tl lciin.-jB.Vnp fixitlsiil M;iKh T«i.:lt< .if trim n uniqitt soccer ma.: ch E^*er> pass. tackLe, shoieic. is Ctficmijiicd hy ihe pla>ien 
involved. Your choice of skills thus influences nuich ilsuLis. Menial arnfiiEiKtiL lias htcn dumpsl. Mixiitiiil I knowledge is the name of ihe game. 
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"(The Midnight Oil) treat soccer in the sophisticated way 
Americans treat their national games, 11 -The Guardian 

TfJE G AML Everyone has their own ideas on what makes a .soccer team "tick". Here is 
ihe Opportunity to put ifllO practice your own ideas, Operating from the EngLish 1st 
division you must build a squad to challenge for the league title, Ihe FA and League Cups 
and the 3 European trophies. And as players age. rebuild the team while holding off 
relegation. 

SQUADSiTRANSFER MARKET In a 3 squad system (1st team squad, reserve squad 
and youth squad), use the continuous intake of youth player:- ;um1 inmiinn pn i^thhi m 
create u squad whose skills reflect your ideas. Supplement these skills with carefully 
selected transfer market acquisitions. As they age, veterans fade and youngsters develop, 
keep an eye on the changing skills of your team 

SKILLS All players have a Ijalance of I> skills (no "skill levels") which you musL develop 
by enpetimenlmg with your team. Even more important will be your judgement about the 
effect of the particular team balance or skill combination on the outcome of the mulch, and 
subsequently a season of football. Suitable braining can develop/enhance skills. 


HEAD COACH 
V3 

"When it comes to the 4th down Headeoach has 
ir.^Headeoach 11 , "TV Sports Fmrthair head to head" 

(Pop Comp.) 



He-adL-oach V3 has been described as "the best game 
ever put onto a computer". It is the complete American 
Football game, a multi season epic with the very best 
strategic elements of the real Ihimj. You will call the 
plays, devise the gumcplans and develop 1hc team, 
Use the first season (2 pre- season games, 16 regukr 
seasoi) games, and the- play-offs) to discover your 
man squad of players. Then CSploiT the college draft to 
improve the team and expand your game play to heal 
the very besl Ihe NFl. can throw at you, 

Players wj]] age and learns will fade (a player will last 
about 6 seasons), but you will stay and rebuild ,„. 


Tel Sales: 
0438 721936 
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FOR 
NEXT DAY | 
DELIVERY 


POSTAL SALES 

The Midnight Oil 
DepiTOl 
IK, Ha/el mere Road. 
Stevenage SG2 8RX 

2/3 tltiys delivery 


Please supply: 


IIC Dlrevl 

Amiga 

o □ 

Amiga I Meg 

3 □ 

Atari ST 

n □ 


£19.95 £19.95 

Current owners: replacement disk £L$0 
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IF AN 

IS WRONG, 
HO PUTS IT RIGHT? 

Wc do. The Advertising Standards Authority ensures 
advertisements meet with the strict Code ol Advertising 
Practice. 

So if you question an advertiser, they have to 
answer to us. 

lb find out more about the ASA, please write to 
Advertising Standards Authority. Dept. X T Brook House, 
Tbrrington Place, London WC1E 7 UN. 

ASA 

This space is dunuU-d In the inl ere sis uf high standard* In advertise men I s 



I know what you're thinking. It's April and there's 
bound to be an April Fools joke somewhere in this 
issue. Well* you're wrong, there Isn't even one- Just 

like the letters. We didn't receive one letter this 
month so the next three pages are going to be 

blank! April Fool! Bet we got you with that one! 


TWO BUTTONS PLEASE 

Dear The One, 

I think that the time has come for joystick 
manufacturers to come up with a two fire-button 
joystick. By this, I mean two different fire 
buttons,, like the left and right mouse buttons. All 
too often, arcade conversions and sometimes 
other games could have been much improved if 
programmed for a two-buttoned joystick. 

Take, for example, Wrestlemania from Ocean. In 
your review, you said that there was a distinct 
lack of options on moves. You can punch, kick 
and do a special move. True, you did make a point 
about joystick waggling. But the game could have 
benefited from a two-buttoned joystick. You 
could have had more moves. The case for a two- 
buttoned joystick is a strong one. Two alternate 
buttons have been a success on the consoles. They 
get some great games, just because they have two 
buttons. Another game in which two buttons 
could have been used is in John Madden American 
Football, which you recently reviewed. 

1 think that joystick manufacturers must take the plunge 
and introduce a two-buttoned joystick. If they do I will be 
one of the first to buy one. 
Darryll Low, 
Crawley, 
Sussex 

You're right, ike use of two buttons would be very useful, especially 
in a game like John Madden American Football - so come on you 
joystick manufacturers, listen to your buyers. 


BIG 15 BEAUTIFUL 

Dear The One, 
Contrary to the majority, I 
am greatly in favour of 
games that come in great. 
'outsize' 1 boxes. The boxes 
which so many software 
titles are now packaged in. 
After strolling into town 
and spending £26 on a piece 
of great software, such as 
Robocod, I like to parade back 
up the pedestrian precinct 
carrying such a grand item. 
As I continue my journey 
home I feel proud as people 
turn their heads in awe, to 
stare and wonder what this 
huge purchase I have made 


15. 


When I get home I can 
place the giant box on my 
software shelves, alongside 
my other large boxes, 
Railroad Tycoon and Flames of 
Freedom, rather like a 
Michelangelo or a Da Vinci. 
I quickly reach for the phone: 


in order to invite some 
friends to my house so I can 
boast my magnificent 
display of software 
packaging. 

Not only are these boxes 
ego boosting, but also allow 
extra screenshots and 
information to be shown on 
the reverse, essential for 
deciding which game to buy. 
They also contain the 
wonderful manuals one is 
now accustomed to 
receiving, take Jimmy White 's 
Whirlwind Snooker for 
example. 

Come on publishers, 
follow MicroFrose and 
Lucasfilm, keep the big 
boxes rolling. 
Tom Walker, 
Winchester, 
Hampshire 

It's true that big boxes look 
good. Rid if software companies 
went for minimal packaging, 


like the size of a disk, think of 
how much cheaper the games 
will be. You wouldn't have to 
pay out for the cardboard used, 
or the massive manuals and 
other 'bits' they put in their 
boxes. Now, let's make that the 
end of the matter... 

NO BANANA 

Dear The One, 
Here is a list of ten games, 
and people I would give 
them to. 

Days of Thunder 
Michael Fish 

Altered Beast - Michael 
Heseltine 

Baby Jo - Your 

worst enemy 
Dragon's Breath - 
Margaret Thatcher 
Under Pressure - The 
Tory Party 

Past Food - Hot the 
Glasgow Burger King 
Shadow of the Beast - John 
Major 

Powermonger - Neil 
Kinnock 

Corruption - The 
Maxwell Family 
Cruise For A Corpse - 
Steve Brown (please). 
Steven Brown, 
Lenzie, 
Glasgow 

Erm... yeahi- Nice list, 
relatively funny - but no 
banana. You'll have to impress 
us more than that to get a free 
game. Here's a list that would 
have won you a prize straight 
away: 

Big Run - Salman 

Rushdie 

Lemmings - The Tory 
Party 

Another World - John 
Major 

Prehistorik - Liz Taylor 
Tkunderhawk - F.dwina 
Cttrrie 

Final Fight - Mike Tyson 
Wolfchild -Prince 
William 

Fuzzball - Noel 
Edmonds 

Cruise For A Corpse - Robert 
Maxwell 

Logical - Speck 

PRAISE AND 
PRODDING 

Dear The One, 

I like your magazine a lotj 

but I don't like the way you 


do your Budget section. I 
don't mind the number 
rating, but if you rated the 
Graphics, Sound, Play ability 
and Durability like you dc 
your full-price reviews it 
would be better. I'm sure 
other people feel the same 
way. 

I do like your Work in 
Progress and Brian Nesbitt's 
Cheats sections though. And 
you have very big game 
reviews which are well done. 
Is Tip Off really that bad 
though, and if it is which is 
the best basketball game out 
{I know there aren't many)* 
Jonathan Patching, 
High Wycombe, 
Bucks 

Your idea about the budget 
section is a good one, we've 
thought of doing that in the 
pa$t - but now that a new team 
(s inking ever The One maybe 
they'll do it anyway. And, yes, 
Tip Off is that bad - it's 
completely bug-ridden (we. 
never managed to complete one 
single match). 

COMPUTERS ARE 
RUBBISH 

Dear The One, 
The whole world is full of 
computers, they're 
everywhere. They're on 
Neighbours^ Motor Mouth and 
even Going Live - where I 
recently spotted a Game 
Gear. They actually gave one 
away! 

Why is it that everyone is 
completely computer mad£ 
Isn't it enough that we use 
them in our leisure, and 
when we're bored of them 
we watch T.V, and get 
haunted by the same thing - 
what is the world coming 
to4 

A. Reid, 
London 

Why do you own a computer, if 
you can't stand the sight of 
them most of the time I It seems 
as though you hate the sight of 
computers; maybe you should 
chuck yours away and start 
playing tiddly winks or 
something instead. To cope 
with the problem that they're 
also on the television, simply 
watch videos, go to the cinema 
and stop moaning! 
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GAMES ARE RUBBISH 

Dear The One, 
Every computer game on the 
market is rubbish- There, 
I've said it. There isn't one 
game that makes me want 
to go out and buy it, Sure, 
there are highly acclaimed 
games such as Robocod s but 
how long will that last - 
probably about five minutes, 
before it becomes repetitive 
and boring £ 

The problem is that all of 
the software companies are 
getting sloppy. They're 
producing bog-standard 
games that have been done 
before, Robocod is basically 
Jet Set Willy with nice 
graphics,, 'parallax' and a few 
sampled sounds like r ooh! r . 
The basic idea of running 
around a platform picking 
things up is still there, and I 
personally prefer Jet Set 
Willy because of its 
originality at the time. 

Wake up software 
companies, we're In the 90's 
not the 80's. 
Matthew Turner, 
Lexdcn. 
Colchester 

A very valid point Matthew, 
The bask content of the market 
today is revamped unoriginal 
games. A few original products 
like Cruise For A Corpse and 
more recently, Another World 
have been popping their heads 
up, but more of the same is 
needed (and by that, I mean 
original games, not Another 
World clones-.). 

MACS ARE RUBBISH 

Dear The One, 
Why are computer 
magazines so boring^ When 
you sit down and read a 
magazine like SKY or The 
face you ' re stuck there for at 
least half an hour. They have 
very interesting articles 
about general things: why 
don't computer magazines, 
like yourselves, include 
interesting articles on 
famous people like Jonathan 
Ross - he plays loads of 
games. 

The attraction with the 
stylish magazines like SKY is 
that the design is amazingly 
wacky and eye-catching. 
The closest anyone has got 
to this in the computer 
industry is Game Zone. Why 


don't you guys go for the 
young (not too young} and 
wacky, but stylish and quite 
sophisticated look£ Jt 
wouldn't hurt to try- 
would it£ 
A SKY reader, 
Stoke-Oti-Trentj 

Well what can I say t You 're 
absolutely right. Computer 
magazines have got the 
reputation of being rather drab 
and just for greasy and spotty 
readers. But now it's evident 
that people are realising this. 
Like you pointed out, Game: 
Zone has got the right look and 
image, Mega Tech is also 
aiming towards the more stylish 
look. The One is no bystander 
to these happenings, next 
month you'll see The One as 
you've, never seen it before - 
everything is being completely 
changed. So, keep your eyes 
peeled and you might just be 
shocked. 

DISKS ARE RUBBISH 

Dear The One, 
Disks-4- 1 hate them. They're 
completely unreliable and a 
waste of space. They corrupt 
within days, and form in 
irritating piles. Who ever 
invented these little 
annoyances, I'll kill 'em. 

Why don't computers just 
come with a massive hard 
drive, so you don't have to 
route through your 
hundreds of disk trying to 
find the one you want. 

That's enough of the 
ranting, let's get nice. I like 
The One magazine, it's got 
good r informative reviews 
and proves to be a good 
buyers guide - keep up the 
good work. 
Steve Dance 
Cardiff 
Wales 

HOW LONG? 

Dear The One, 
How long does it take to 
make a garnet It must take 
quite a while, because 
drawing all of those graphics 
and programming all of 
those lines is obviously a 
long and laborious job. 
Games like Jimmy White's 
Whirlwind Snooker must take 
the longest r due to the 
mathematical calculations 
and thought that's been put 
into it. Anyway, that's 


enough of my waffling, 
could you just tell me: 
what's the average length of 
time spent on making a 
garnet 
Paul Jones 
Birmingham 

The average time spent on a 
game, is about seven months. 
Having said that, though, it 
can range from two years } right 
down to three months. Believe 
me, you can tell how much time 
has been spent on a game, 
simply by looking at it. If the 
graphics look as though your 
baby brother did them, and the 
music sounds like your brother 
after he's eaten his Ruffles, it's 
been done in next to no time. 

WHERE'S OUR SONIC? 

Dear The One, 
When is there going to be a 
role model like Sonic for the 
16-bit computers 1 - We need 
one, all of the little kids at 
school are going out and 
buying MegaD rives and 
Super NES ? 5 just because of 
the great adverts on T.V. If 
we had a character, we too 
could make all of Lhe kids; 
buy home computers instead 
of the limited abilities of the 
consoles. 

Robocod could have been 
made into a big hero, if Atari 
and Commodore got up off 
their arses and made some 
decent adverts, you don't 
sell a computer to the kids, 
you sell a character, so 
everyone can relate to them. 
When will the crusty old 
farts at the aforementioned 
companies realise that kids 
want to see a hero, not a 
keyboard and monitor - and 
definitely not a stupid kid 
trying to play DPaint with a 
joystick' I don't know! !t£$S 
Kyle LorentSj, 
Manchester 

You're absolutely right, Kyle, if 
there was a similar kind of hero 
for the i6 bit machines, whom 
the kids could relate to, it would 
sell leads. We know that, you 
know that - but do Atari and 
Commodore^ 

Dear The One, 
I've heard that Sonic The 
Hedgehog is going to be 
converted onto the home 
computers. Is it true, if so 
when will it be released : !- 


Thanks a lot. Oh, and what 

about Mario, will he ever 

raise his little head on the 

16-bit computers^ 

Jane Smith , 

West Mersea, 

Essex 

There are rumours that Sonic 
will appear soon, but nothing's 
official. Sonic Z will be coming 
out on the MegaDrive soon, so 
if Sonic isn't released on the 
home computers then, it 
probably never will be. As for 
Mario, there's strong suspicions 
that Nintendo's Mario World 
will be converted sometime, but 
something that is definite is 
that Mindscape's sister 
company, Software Toolworks 
are using our little friend in an 
educational package. 

WHO'S THE BEST? 

Dear The One, 

Your mag is brilliant and the 

James Pond 2: Codename 

Robocod was one of the best 

demos I ever played and 

completed. 

Anyway. I've noticed that 
you don't give straight 
answers to ail questions, so 
you r d better make mine 
straight, as straight as a 
ruler. 

Firstly, which machine (ST 
or Amiga) is better overall 
for a) graphics, b) sound, c) 
payability, d) overall. 

Secondly, will you btr 
giving a Teenage Mutant 
Ninja Turtles The Coin-Op 
playable demo disk away in 
the near f uture^ 

Please print my questions 
because this is what many 
people out there want to 
know. 

Nathan Davies, 
Bedford 

We don't give straight 
answers (4t(£) What are you 
talking about I The One has 
always given straight answers 
to every question we've ever 
been asked! I mean, it 's 
certainly not like us to beat 
around the bush when it comes 
to selling you which computer is 
the best, wheh game is the best 
or what*s wrong with the 
industry today. 

Anyway (sorry, / started to 
ramble on a bit then didn't U 
So sorry, didn't mean to), the 
best computer to buy is (darn, 
out of space. Sorry I). 
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Talk about extremes J Gordon Houghton blows hot and cold about Graftgold's latest game. 



WHEN IS A COYOTE 
not a coyote? When 
if s a big, slobbering, 
floppy-eared dog. The star of 
Groflgold's latest game used to 
be more canine than lupine, until 
Mirrorsofr bJuntfy pointed out that 
they didn't like him. Parting wilh 
the dog caused no great distress, 
as Irew Braybrook, the 
game's programmer, explains; 
"He wasn't cute enough. He just 
bounced around and didn't do 
much. Now that he's a coyote, 
we've given him icy-blue rur, a bit 
of a mean snarl and a range of 
abilities." After a few sessions at 
the local library, long after the 
game itself had begun, 
Braybrook had only one 
reservation: "It was a bit of a risk 


putting a nasty creature into a 
cute game." 

fire and Ice was started in late 
1990. GroFtgold had just started 
to use the SNASM assembler and 
Braybrooli was tinkering around 
with new ideas when the concept 
came b him. So why has it taken 
so long? The complexity of the 
landscapes is one answer, as 
Braybraok explains. "I wanted a 
contouring system- for the lands. 
The blocks aren't solid - they've 
got slopes and different angles, 
and bullets bounce off those 
angles properly. Initially the game 
was going to be rural; there 
weren't going to be many 
buildings, so 1 wanted slopes. The 
character and his enemies had to 
be able to walk and roll up and 


down them, and the problems of 
implementing this just mounted. 
For example., we wanted the wolf 
to slide down snow hills, but not 
ordinary grassy hills. Ninety-nine 
times out of a hundred it worked, 
but that last lime a bullet would fly 
through the landscape." 

The plot begins peacefully 
enough: our coyote chum is living 
quite happily, playing the piano 
in his igloo in the arctic region of 
a world much like Earth. 
Suddenly, all the local wildlife 
turns nasty and if s rumoured that 
an evil wizard living in the hot 
lands to the south has corrupted 
almost all of the world's 
creatures. 

This is where you come in, The 
action covers the prairie dog's 


travels through seven worlds, 
Ton Tie arctic region to on 
Egyptian land. Each world has up 
to five different stages, and each 
stage is about 20 screens in size 
(five wide by four high), which 
makes around 700 screens in 
total. Braybrook explains the 
game's structure in more detail; 
"From the arctic you pass through 
Scotland, travel underwater, enter 
a jungle and an Inca temple, 
collect goodies in a bonus stage 
and combat the wizard i n the 
Egyptian level. We've designed 
the game so that there's plenty of 
room to roam around in: if it was 
any bigger you'd start getting 
lost." 

The action isn't linear, either, as 
Braybrook explains: There isn't 



ON THE LEFT t$ a small 
coffection of some of the 
sprites that will appear 
in the game, Wiiiiams 
uses CybmrPaint 2 on the 
ST to design aft of the 
sprites, along with a few 
rough sketches On a 
note pod* They're alf 
made up of a mere J 6 


THE STAR OF TUB SHOW 
(above | is a coyote with 
a mission* Any self- 
respecting prairie Wolf i$ 
armed wjrf? a variety of 
special weapons 
according to ha 
environment: here you 
torn him decked out with 
ski goggtes, but he eon 
also use items such as 
an aquaiung under 
water* 
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PROJECT: Fire and Ice 

PUBLISHER: TBA 

AUTHOR: Groftgold: 
Andrew Br ay brook (Programming) 
Phillip Williams (Graphics) 
John Lilley (Graphics, Mapping) 
Jason Page (Sound) 

INITIATED: Late 1990 


always a clear-cut route through 
the worlds, and there are 
alternative ways of completing 
them. There one secret lands you 
don't have to visit, secret exits, 
and opportunities to come bock to 
a land, There are about 30 
different stages altogether, but 
you could finish the game by 
completing only 20 if you know 
where to look.'" At the end ol the 
game you'll be rewarded with a 
percentage which represents how 
much you've seen and done. 

If all this sounds like just another 
platform game, don't be fooled; 
there's plenty of blasting to please 
shoot 'em up fans. Let Andrew 
Braybrook take you on a tour of 
the weapons available: *The 
basic weapon is the ice boll; these 


freeze the meanies, and your 
character has to fump into the 
enemies to shatter ibem. Most of 
your armoury is mode up of ice 
weapons, with various balls 
which can be fired in all sorts of 
directions. However, you have got 
special weapons for some 
enemies. For example, there are 
bears in Scotland which hold a 
shield up when you fire at them - 
and you need the Sonic Borfe to 
kill them. This reaches the ports 
other weapons cannot reach." 

Like all the special weapons, the 
Bark is limited in number, so you 
only get about seven for every 
refill you pick up. There are plenty 
oF other arms around, including a 
slide mine which you can chuck 
down hills and which freezes 


anything it touches. The best 
weapon, though, has to be the 
Puppy Multiple. "Puppies act as a 
smart multiple weapon. You can 
3kk them up and generally they'll 
olbw you, but they can get left 
behind if you run too fast. They 
l ire when you Fire, and you con 
position them to suit your 
attacking posture. You don't get 
them straight away, though; you 
might hove to go out and find 
mem on the wodd you're in, but 
you do get a bonus life and 
points for guiding them all to the 
exit." 

With all these weapons and 
goodies to hand, you might think 
it's going to be a walkover. Not 
so: Brayorook has created a 
Fiendish time limit which will have 


even the most stout-hearted of 
wolves shivering like o sheep. "I 
didn't want an artificial timer 
because that's a bit of a cop-out, 
so in each land you have seven 
days and seven nights to do the 
job. As you approach the 
deadline, things hot up and you 
get a warning. You con still carry 
on, but the game hassles you 
more and more as you run out of 
days." Worse still, the days get 
shorter the nearer you get to the 
hot countries... 

Everything has been designed 
using a combination of ST and 
PC, with not a scrap oF paper in 
sight. This is Braybrook' s 
preferred way of working: "I have 
an idea, we do o bask spec, and 
we create some anim demos on 



W 1* 



THE GRAPHICAL LOOK of 
the game has aeon a 
joint effort by Andrew 
Braybrook and Phillip 
Williams, as Braybrook 
points oufr "t have the 
brood game design, bvf 
Phillip decides what to 
draw in the first place, 
and goes ahead and 
draws it. I then try and 
program what he comes 
up with*" 

THE FICTITIOUS land of 
Scotland {where it 
nearly always rains and 
the focal wildlife 
inciudes killer haggises 
and bagpipe spiders) is 
the first foreign land 
you'll encounter, it's 
split Into three distinct 
sections: outside, inside 
a Scottish castle (with 
Crocodiles in the moat, 
naturally) and an 
encounter with Nessie, 

UNFORTUNATELY, the 
wolf forgot to pack a 
ship in his rucksack, so 
the only way he can get 
from Scotland to the 
trepkaf forest is 
underwater. Here, 
various nasty fish and 
other subaquatic 
menaces attempt to turn 
him into an ex-wild dag. 
fortunately, unlike most 
dags, he's an excellent 


JASON PAGE is the man behind the hur- 
voke music and effects during the game. 
The amount of sound hasn't been as much 
of a problem as deciding which effects 
and music to put in: "We've had to gauge 
the number ol effects," explains 
Braybrook, "Obviously we didn't want a 
sound for every footstep a meanie takes." 
As a result^ only important moments have 
sound accompaniment. The musk was a 
slightly thornier issue, though: "At first I 
didn't want to do in-game music. Rainbow 
Islands taught me mat you can drive 
people mad if you leave one tune going 
for too long. IPs not so much the player 
that gets annoyed as everyone around 
h\m." Eventually, however, he was 
persuaded to put three-voice musk in me 
background, with o different atmospheric 
tune on each world, "We've gof a Scottish 
jig in Scotland, and a Christmas tune in 
the Arctic, beating drums in the Inca 
section, an Egyptian flavour to the last 
world, and gentle, quiet musk for the 
undersea stage " 



THE QUEST BEGINS in an 
arctic landscape, a place 
where the wolf 
naturally feels at home* 
Unfortunately, the 
power of the evil wizard 
is such that he's even 
sent his minions here,,* 
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PROJECT: Fire and Ice 

PUBLISHER: TBA 

AUTHOR: Grerftgold: 
Andrew Braybrook (Programming) 
Phillip Williams (Graphics) 
John LTIley (Graphics, Mapping) 
Jason Page (Sound) 

INITIATED: Late 1990 


CyberPaint, We tend to do our 
artwork on the ST because the ST 
and PC read the same disk - if 
we did our graphics or (he 
Amiga, every time we saved them 
on DPoint we r d have to convert 
them to a PC-reodoble di$k, 
Essential 1/ we use Cyber paint and 
our own STOS-written mappers to 
do oil our graphics, men it gels 
ported to me Amiga through the 
5NA5M link/ 

Even though the graphics hove 
been drown on the ST, the game 
itself is the first For which 
Groffgold has used the Amiga as 
the lead machine. "As a result 
we've tried not to pull on/ 
punches." 

Graftgold's plans for the future 


lie in "a bunch of new ideas 
we've got brewing", and 
(hopefully) consoles: in particular, 
the promised 32-bit Sega 
machine is tickling Andrew's 
fancy at the moment. The team 
has some general aims, but 
the/ re also thinking about a 
conversion of their old C64 
classic, Uric/rum, which "should 
run at 50 frames per second." If 
Fire and Ice does well, ihey might 
even consider releasing a data 
disk, which would feature all the 
technical tricks they wanted to put 
into the current version, but could 
find no excuse for, such as 
running parallax scrolling in rhe 
foreground and background 
together. 



THE SIXTH LEVtL is 
devoted to bonus**; a 
welcome respite from 
mcanie-bashing. You 
can 't die, but you can 
fool up with fives ami 
lots of point* {Including a 
hefty accumulator whkh 
could give you up to 
100,000 points}. But 
therm's a nasty twist, as 
Andrew observes; 
"Thare are Gribfets from 
Gribbly's which are 
trying to get everything 
before you. And things 
get in your way, too, 
including steaming apple 
pies on leas/' Your 
bonus expedition ends if 
you fall off the rocks or 
reach the exits* 



LIFE BENEATH the waves is a piece of 
cake compared to th& tropical forest 
Here you can see the major aim of 
almost oil the levels: to collect each 
one of six keys. As luck would have 
it f each of the keys is guarded by one 
of the wizards lackeys - so you 
might not find that missing piece unfit 
you've killed everything an the stage. 


THE GAME'S difficulty level is not Only 
determined by the increasingly tough 
time limit: as our lupine hero 
progresses, his weaponry is less 
effective* He can stitl unleash a mean 
volley of ice balls, but the closer he gets 
fo the hot lands, the quicker they thaw. 




to 




In 

in 








THE GAME TAKES place during the 
northern hemisphere summer. This 
means plenty of daylight at the 
beginning, but more equal lengths of 
day and night towards the end* The 
sunset might he pretty, but it's a signal 
that you're rapidly running out of 
time, A neat touch is that the sky fade 
differs from world to world. 



THE FIFTH LEVEL takes place inside the 
inca temple, and features o '"very nazty 
lava creature which spits all manner of 
nasty Stuff at you," When you 
encounter these end-of-tevel meanies, 
you're likely to end vp a nervous 
wreck* Braybrook promises 
"atmospheric sound effects and music. 
The main tune will speed up at 
moments of tension.'"' 



m 
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FALLING FROM the bonus level you 
land in an Egyptian landscape, where 
it's time to meet the big cheese wizard 
himself. As you'd expect, there's a 
pyramid here, along with dancing 
Egyptians, mummies and fire 
creatures* 
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Football Masters is the very latest Mufti-Manager Football Simulator for 16 
bit computers. After 4 years of development we are proud to announce the 
release of the most comprehensive football management game ever. It's 
wailing to test your skills right now! Features Tndude:- 

Multi-Manager game for 1 to 4 Players. Three Se^ls of difficulty. 
Match highlights minute by minute, make substitutions or team changes at any time. Li^ 
injuries., yellow/red cards and named goalscorers. 1MB version has extra Graphics 
animations and realistic digitised sounds. (An option can turn this feature off). 

Full UK nrxi European Cup itinerary Includes FA, League. Zenith Data, Leyiand Dai 
European. Cup Winners andUEFA Cups, All cup match ides h.iw been made as accurate 
as possible. Two Leg Ties. Extra Time, Away Goal Rule, Seeded Draws, Byes, etc. 
All 4 League divisions with play-offs and league expulsion. 
Real initial, surname, league career records, height and age entered for all players as at 
the start of the 91/92 Season. Five skill ratings per player, separate five far goalkeepers 
Plus 15 other special attributes like Captain, Super Subs & Mobility. 

A lively and real-time transfer market, with an approach facility, negotiate wages and 
contracts. Plus loans, free transfers and trainees. Unique and simple training system to 
rnprowe player skills. 

High quality printer facilities to list aU the vital information. Masses of historical statistics 
on past games, players and manager. Quick game data load and save. 

All screens updated quickly and displayed in a pleasant format, which is easy to use and 
comfortable to read. Fully mouse operated. Printed instruction booklet with plenty of 
diagrams. A separate Editor is available to change saued/inrtial details. 

There are many, many other little things that make this game the most addictive and 
accurate Interpretation of a Football Managers season. It would be impossible to list all the 
features in this advert but we assure you that this is the best . We have thousands of satisfied 
customers from our previous edition of this game , many are still playing Lt IS months after 
purchase. Sec the order form below for details on how to order this incredible game, 
AvaGahle for all Atari STs and Amiga's. PC version coming soon, _ 



| ^gOOPIus compatible 


SUNG 



An amazing graphical strategic simulator that's fun for all the family. 0, 1 
or 2 players on keyboard, mouse or joystick. Pick your moves from the 
selection available and watch your animated warrior battle it out. Watch 
the energy bar indicators and plan your moves. 

You can edi: your very own new wrestler or amend a wrestler already 
created {16 are provided on the game to begin with), You can change any name, colour 
of tights, linings, flesh tone and hair together with all the fighting skill values, weight etc. 
Instructions are also provided which show you how to change the way any wrestler looks 
or you can create whole new ones. Amiga 1MB RAM. Only £19.95 


24 HOUR CREDIT CARD HOTLINE 


(0702) 600557 35$£S$l? , "* u > 


j MAIL ORDERS 

All the programs de'.aiJed it. this advert art- only available through direct mail from ESP Software. 
Name Address 


Postcode Tel , 

1 have an computer, please ■send me iho fnftm^iwj items- 

Quantity 

Description 

Unit Cost 

Total 


Football Masters 512K 

19.95 



Football Masters 1MB 

24.95 



Football MasLers Editor (Not 512K Amiga J 

12,00 



Wrestling Masters (AMIGA 1MB ONLY) 

19.95 



Amiga 512K RAM Expansion 

29.00 



Arnica 512K RAM Expansion + Clock 

34.00 



POSTAGE- (Nan UK add £ 1 ,00. not BFPO) 

1.00 


f (,txj hawc a cheqj* goif arthw card or ;rcdil :j*c nni e iisrurntcr .-r tinlTJD AKTl "\ Y)TAI 



COMPUTE - A - RACE + 

'THE HORSE-RACING PREDICTOR!' 


Brilliant 



£12.99 


piece of software ... Never had so many winners. 

-Mr. & Worthing (CR +User) 

Written excOsrvaly lor tr« Amipa, Gamp^e - A Raca-f is 
"THE Htir$rj Flac o'edic-iior piygrami' Over 2 years cf 
extensive tesls haMB ansunad accurate forecasting and 
sup»rb belting advice on any Flat or NatKYial HuM race 
Festering BET SELECTOR. SET CALCULATOR. 
STATISTICS Screens, NOTE-BOOK, OrvScr^n HELP 
INFORMATION and an ease o1 vsa.Wilh tha 
'Cheltenham Festal'. 'Grand Nabonal Moling.' and tha 
roih coning Fla1 season, can vou afford NOT 10 buy 
Comojie-A Race-, The latest b£ ra::t: lips icLca 
■CHATAM-lft'V. 'CUDDLV DALE-1&T and "CARVILLS 
HiLL-9,'4' IMI Order Only. 
Betting For Frolir, £ Betting For Fun! 
Compute- A-Raoet ... (Standard Version! ... C12.BS 
I Executive Vwslon) „ 
CHEQUES,'PO PAYABLE TO HANDISQFT 
HANDISOFT. 37 Humll Lane. Spon End, 
COVENTRY CVS 6HF 


ATARI ST/STE - AMIGA 


Games for REVIEW or PURCHASE 
TRY before you BUY 
At least 15 % off all software Guaranteed Originals 
We have the LOWEST Membership & Review Fees of any 
ST & Amiga Club 
Swop your originate In our SWOPS HOP 
(ALSO MOST MAJOR CONSOLES) 
From only £2.50 a title 
SPECIAL APRIL OFFERS FOR NEW MEMBERS 
New releases added WEEKLY 
Monthly Newsletter plus lots of 
Membership Interaction 

Please STATE FORMAT and rndosc -a I ARGH S.A.V.. - .Wp stamp lo: 
Cum-Com Software (International), 
Depl THO, Gardener 's. 63 Kings Norfe Road, Ashfbrd, Kent TN23 2HZ 


Cut out and pust this form to: (photocopies or written orders are acceptable) 
|E$PSofiwaiie^TO^ ^SmrtriiutdiR*^ SoiMherekifrSca^ Essex SSI 2ND, UK. 


DIAL - A - HP 

Cheats, Tips f and Game Solutions 


CHEATS GALORE 
0891 101 234 
ME GAT IP GAMES LINE 
0891 445 987 
AMIGA GAMESTIPS 
0891 445 786 
AMIGA HOTLINE 
0891 445 985 
SHADOW OF THE BEAST I AND II 
BARBARIAN II SOLUTION 

0891 442 022 
FIRST SAMURAI HELPLINE 
0891 445 926 
MAGIC POCKETS /RODLAND SOLUTION 
0891 445 928 
COMPUTER FUN LINE 
0891 445 799 
FOR INFORMATION ON ALL OUR 
HELPLINES 
0891 445 904 

ALL LINES 1" PDA' IT' I J WEEKLY 
PROPRIETOR;- JjtcquliM Wright. P.O. Kn\ 54, Southwest, Manchester MIS 4LS 
CbUb coat 36p per rain at 'cheap rate' and 4Sp per mJn At Other times 



Sporting events look set to be a prominent feature of computer gomes mis year* 
Ciaran Brennan kicks off with a look at a very sensible production* 







□ 



OF COURSE/ no gome would be complete without the 
good old onion bag. Or would it? One of tfie ideas 
which the team discussed was including an option for 
a 'park* game, when these beautifully netted goats 
would be replaced by two strategkaiiy plated coats. 



THE CHAPS' FAVOURITES, Southampton and Norwich, 
will be joined by 98 other teams: the final game, wili 
incorporate £4 chb fides from all over Europe as wvti 
as 36 European national sides. Not only that, hyf the 
player can also create his own hah JJ tn all you can 
have four colours on a single kit," says Yates. "Two for 
the shirt, and one each for the shorts vnd soaks*" Note 
the original sliding tackle frames - thankfully these 
were one of the first elements to change* 


PROJECT: Sensible Soccer 

PUBLISHER: Ocean 

AUTHOR: Jon Hare 
{graphics and game design) 
Chris Chapman [coding] 
Chris Yates (additional graphics} 
Richard Joseph (music) 

INITIATED: October 1991 
RELEASE: May 1992 

"THERE ARE TWO GROUPS OF PEOPLE mot we have to 
win wen the people who really lib Kick Off- we've got 
to make mem realise that our game is better - and the 
people who don't like Kick Off, who we've got to make 
thing* as simple as possible tor." So says Sensible 
Software's Jon Hare, outlining the target audience for its 
forthcoming football game... just about everyone really! 

With the forthcoming European Soccer Championship 
in Sweden on everybody s minds, every developer in trie 
country is currently looking at bringing out a game to 
cash in on the event. However, one problem they'll all 
have is that everything they do will inevitably be 
compared to Anco's 'greatest footie gome ever', Kick Off 
2 

Never one to leave his own (rum pet employed though, 
Hare reckons that Sensible's efforts will give that classic a 
run for its money. Firstly, he points out that the entire 
team are Kick Off fanatics, so they at least have a good 
idea oF what they're up against, "...and besides, we're 
not exactly new to this either," he continues. "After all, 
we did MicroPros Soccer [the classic 8-bit footie game] 
and got quite a few good reviews for that." 

Hare and his. partner, Chris Yates, have always wanted 
to do a 1 6-bit soccer game, but it was only during the 
Final 1 stages of the development of Mega-lo-Mania that 
they made up their minds that it would definitely be their 
next project. *We played a lot of Kick Off 2" says Yates, 
"but after a while we found that we were getting tired oF 
the things that were wrong with it; the bugs, the fact that 
you slide tackle when you don't mean to and that you 
can't see enough of the pitch to plan your moves in 
advance.'' 

Putting their heads together, the team decided thai they 
needed a game that was instantly playable, but with 
enough to learn to keep it interesting for some time. They 
also came to the conclusion that they had to concentrate 
heav ly on the presentation: "We wanted it to be that 
playing Sensible Soccer was more like watching the telly 
than playing a computer game/ says Hare. 

Part of the way to achieve this was to provide 
spectacular sound effects: 'We're going to do some 
decent samples of kicking sounds and some real -life 
crowd samples which will change with the mood of the 
game. If, say, you've goto red team playing a yellow 
team, then the red Fans will start to get excited when their 
team plays well - not only that, but if you're playing in 
Italy then you'll get drums and firecrackers and stuff like 
that and if you' re playing against Sheffield United it will 
be really quiet." 

But it would be wrong to give the impression that it 
would only take a few good sounds to keep the chaps 
happy. Yates takes up the thread: "Graphically, we 
wanted to improve on Kick Off too, so mat you could 
actually see what your piayers are 
doing." At the current stage of 
deveFopment, the players look like 



PROJECT: Sensible Soccer 

PUBLISHER: Ocean 

AUTHOR: Jon Hare 
(graphics and game design) 
Chris Chapman (coding) 
Chris Yates (additional graphics) 
Richard Joseph (music) 

INITIATED: October 1991 
RELEASE: May 1992 



AND NUMBER I i mast scorel But no) A beautiful sliding 
tackt& fobs him of his moment of glory- Sensible Soccer 
is nir&ady playable to o degree but needs a lot of 
presentation work before it's ready far public showing. 

they've just been signed on a free transfer from Mega-la- 
Mania, but they're not quite finished yet: "There are 
header frames ta do/' explains Hare, "and throw ins, 
diving headers, overhead kicks... ihe trainer is even 
going to come on with his magic sponge when a player 
goes down." 

Despite the efforts being ploughed into the 
presentation, the team realise that payability is what ifs 
all about. As you'd expect, Hare remains confident "The 
reason lhat we feel thai this game is going to supersede 



MORE GOALMOUTH ACTION, only this time it's on a 
slightly less salubrious surface. 

Kick Off, is because Kick Off has set its path - we know 
what control system the next version will have and they 
can't really change it because it's too much part of the 
game. What we're doi ng is almost the next step forward 
- but Anco can't do that because then it wouldn't be Kkk 
Off any more if they did. Our game is going to be like a 
marriage between the best bits of Kick Off,, the best bits 


Z, BORN 
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All events which aren't 
dir«ctty rotated to 
kkking the bail are 
taken care of by use of 
this unique 'dugout" 
feature s which can be 
called into view 
whenever the ball's 
gone out of play, ■'it's 
really simple to use, " 
says Yates. "You just 
click on the manager to 
make a substitution at 
change tactics, or click 
on the trainer to treat an 
injured player/' By the 
way, don't some of 
those players' names 
look a little familiar? 


of SpeeoW 2 and a few oF our favourites from MfcroProse Soccer, The best games 
are always mixtures of other successful games/' 

However, what will really set the game apart and win most oF its fans will be the 
masses of options. The team set-ups, for example, will be almost limitless, including a 
choice of kit between plain colours, stripes, hoops and different coloured sleeves (like 
the old West Ham kit); any team will have both a home and an away kit. Not only 
that, but each of me players can be individually named ond mere will be three 
different graphical styles of player to choose horn; blond white players, dark- haired 
white players and black players - so you can authentically recreate your favourite 
team or even include all of your mates. 

This naming of players won't be purely cosmetic though, as Hare explains: "When 
you score a goal, the computer will log which player scored and later on when the 
score is flashed up on the bottom of the screen, the time of the goal and scorer' s name 
will appear underneath it. 

"As you'd expect, action replays will be a vital element, but once again there will be 
a twist - each time you watch a move or goal again, the sequence will be stored so 
that at the end of the game you can play them all back again as match highlights, 
Unfortunately, technical problems limit mis to 10 highlights, but what do you want, 
Match Of The Day? 

And so finally, they get around to explaining just how the game's mechanics will 
operate, Hare begins: "Each player is given a part of the field which he 'petrols', then, 
depending on where the ball is on the field, he'll get as close to it as possible within his 
own boundaries. There are two players who are free from this restriction, the player 
who actually has the ball, and a supporting player who moves with him. Once they 
lose the ball they become 'deselected' and move back to their area." 

And what about actually controlling the ball? Yates explains: "It's simple enough 
really, just a short tap on the button for a pass and a longer press to shoot the ball - 
however, we haven't got all of the aftertouch in yet, which should add a little spice.' 




AND THE REST... 

What do you mean late? Wizkid was always due 
out at Easter. Whaf s tkitf Oh! Last Easter! Well, 
better late than never: the Sensible masterpiece of 
abstraction is finally ready to roll. It would be 
giving the game away to let you know what ihe 
final sequence is, but suffice to say that fans of the 
classics won't be disappointed if they make their 
way through to rhe end of this one. Those of you 
who are really sharp may have noticed that the 
picture isn't exactly like every other Wiikid picture 
you've seen before. Thar' s right! That 1 ' s because 
ifs not from Wizkid at all - this is an exclusive 
shot of another Sensiprojetf, Cannon Fodder, a 
multi-directional blaster which is currently in its 
early stages. 
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LAZER 

SOFTWARE 


FIRST FLOOR OFFICE, 16 LINDEN GARDENS, 
CHISWICK, LONDON W4 2EQ 
Telephone: 081-747 9344 
Fax:081-995 1325 

Hours of opening: MorvSat 10.00am - 6.00pm 



1£MegUpgr.3dE [w. clack) -2999 

30 Construction KH .26.99 

4D Spans Basing 16.99 

40 Sports Driving 1 6.&9 

A320 AIRBUS 23.99 

Adans Famly" 15.99 

Actanca- Tennis. 16.99 

Agamy 16:99 

Air Support 16.99 

Alien Breed 15.99 

Alifln Storm 16.99 

Ahefefl Destiny 19.99 

Amnios 15-99 

Arolher Wertd , 16.99 

ATAC" 2399 

8-17 Flying Fortress 2J.99 

Baby Jo 15.99 

Barbarian I! (Payngaia) 1599 

Sards Tale HI 16.99 

BAT II ..23 99 

Ballto B&jfd - 1£99 

Batik? Command 14 99 

Batik] Iskas 1999 

Batiiechess 14.99 

BartecneM II 1599 

Big Run" 15.99 

BilEllicrtsNascarRac V 1599 

Brds dI Pray /Hawk) 2$99 

SackCrypI 1E.99 

BagtgnBomOCIub.. ...1599 

BdrtaitEi Bros 16.99 

Cardiaxx ..16.99 

Ce/cMe sflhe '(renin' 1 .. ..16 99 

Cmc Legend 21.99 

Centurion .,.. r ...1699 

Challenge Gall 16.99 

Chaos Engine 16.99 

Charge dI Itie Light Eri^ase 1 7.93 

Chinrlos Ravange" 15.99 

Ccnan fie Cimmerian, ig.99 

Ccvari AdiDi" 23.99 

Cnjise Fry The Corpse 16.99 

Cyber Fight 15.99 

Daemonsfpale 16.99 

Dearth Bringer.. 16.S9 

DfiLrierous 19.99 

Dsopies of Steal 23.99 

D. Dragon 3 The Ro9ettH...16.99 

fragonsLair 26.99 

Dragons Lai' II Time Warp.26.99 

Duna" 16.39 

EcoQuast,,. .... 27.99 

Erf. 15.99 

Elvira Mislress Or Dark.ll ...23.99 

Epf 15,59 

Eye Of The BerKldar 16.99 

Eye Of The BerwIrJarir 2D.99 

Eye Of The Storm" 1 9.99 

Exile 16.99 

-1E Strike Eagle II 2399 

H9 Stealth Fightar 19-99 

F£9 Retatator 15.99 

F117A* 21.99 

Famastc Voyagfi 16.99 


Fnal Rgh( 16.99 

Fret Samurai 1&99 

FBghtOf The InlrurJar 19.99 

Root 15 21.99 

Formula Ons Grand Prix * .23-99 

Formula One 3D 16.99 

Fuzzball 15 99 

Gaurvollir 16.99 

Geishejlfiyrg only), 1&39 

Gedlairer 

Gods 15.99 

GLOC,- 1fc99 

Gunshlp ZOOO" 23.99 

Heert of China 27,99 

Heimdall £3.99 

Home Alorw" 16.99 

Hook* 15.99 

Hudson Hawk" 15.99 

Hunter 19,99 

hdy Jones (Fata AllarnisJ ..19.99 

James, Pond £ 15,99 

uimny White Sneaker .18.99 

Joe Womana Fomw .f 6.99 

John Madden Football* ... .16.99 

Khgs Ouest V 26.99 

Kick Ofl II (Hah" Meg) ... 12 99 

Kk* Ofl || (One Meg) _15.99 

Kmghtmaw 19.99 

Knight Of The Sky 53,99 

aSNinja III 15.99 

render- 1B.99 

eisuraSjil Larry V 26.99 

emnngs, .. 16.99 

ernmings Data Disk 16,99 

AlTnmhgs Stand A ona 1 6.99 

ordQfThe Rings ...1B.99 

.ahjs Esprfl II 1 5.99 

bum Of The Temptress" .... 1 B.99 

Maddog Wiliams 21 99 

Mage Pockets 16.99 

Mancnesler United Europe 1 5 99 

Wauprli Island' 1699 

Mepa Lo Mania" 19.99 

Mega Twins, 16.99 

MiCToprase Go ' 23.99 

Midwinter II 23.99 

Might and Magic III' 21.99 

Mrjrkey sand 16.99 

Monkey island IIV. 17.99 

MoooteSft' 22.99 

Moonstone*,,. 21.99 

M^ti" 15.99 

Ha^y Seals ........ 15.99 

'DL:ur ELro:a '6 95 

Pang...... 1S.99 

Paper Boy II 16.99 

Pegasus 16.99 

PGA Data Disk 11.99 

PGA Plus 20.99 

PWighlB' 15.99 

Poo* Of Darkness 21.99 

Populous IL 20.99 

Porterrnonper 19.99 


COMBAT ACES 

PH/TterBorrtoer, Guntfilp, 
FaJcon 

atm 


POWER UP 

Altered Bsasl Ra»r*owr Island 
X Qui. Chasn HQ. Turncan 
t17.M 



HOLLYWOOD 
COLLECTIONS 

RDOocap Ghd^bg^lpr; II. 
Indiana Jones. Bain-an, 

E17.M 


SOCCER klAHIA 

hKiitviii Manager «|. Gazza, 
Miiiii^i SdHiccf, Fo^ltinll 
Manacjer World Clo 

ems 



■RAINBOW COULEC TtOW 
R;iirbaw I si an n HutJCJr 

N?w Zealara Story 
E13.SB 


TNT 2 

Hy^ra Skijl and Owstwnas. 
Hard Dfivin 2, Eada-idb Stun 
Runner 
1BJ9 



i HOT 2 HANDLE 

Shadow WarrnrK, ifdcildnn Axe. 

5iif>er on RD Paear, Ti/al 
£17.99 


OJSET FQA AOVENTUrtE 

Opera; on Sieahh, Inrfy Jpnfls 
iha Adventure. Mean Sweats. 
SIM 



MAGNUM 4 

Ateibume'. Doube Dragon, 
Cpuru! D!i VV-ii Qatman Caped 
Crusader 


OOUHLh DtJUfll = R II 1 

TVSponi Foolbal. Lc»cif Of 
The Rising Sun, TV Spons 
fcnsKnlhall. W -iq? 
£20.99 



A.IRSEA SUPREMACY 

Biierr Service, Wings. 
Gunchij>, Carrier Command, 

P47 


M1NO GAMES 

Ajsle-IHi. Watert». ConHlctm 
EIPOM 
ITI4M 



POWER P-ACK 

Xtinnn II, TV Sports FcHJfltjgJI. 
EJOOCMyCtV batfbtoi Paly 


FLIOHt COMMAND- 

EimmaCgr, Strike EaQlCi 
Harrer. Lancasiar, Sk>- Fax, 
Skv C-nase 
E1LH 


CHAHfT A.TTACK 

Lolus Ssprt. Venus. James 
Pand, Ghouls a Gizstr- 
eiiUH 


COMPUTER HTT8 VOLUME 2 
Teiria, Joe Qlada, Gaklon Pnlh. 
Slack Shadow 
E8JM 



NINJA COLLECTION 

Shariuw Warrors. Dragofi 
Ninja 
Double C'-.!/4-'\ 


TOP LEAGUE 
Spundoail II. Rc>t Danflarrxis 
II, TV Spans FdciIxiI! 
Mdwoler. Fafcor 
sin.an 



4 WHEFI nqiVF 

Lalut Eipril, OfiHQfT Fniy 
Ccrnco Racer, Team Simuki 
£ia.B9 


BOARD GENIUS 

Monopotp'. Sctab&le Oun&i 
MastsrOpiBctive. Risk ■ Tna 
WorM ConCfjKt Game- 



OUEST AND GLORV 

Cadaver yidvwrrar. BAT. 

BlqHj(t»yich 
HUH 


FOOTBALL CRAZY 

Kit*. Off 2, F\ra\ Wnislln. 
Flayer Manager. Also inabaes 
lUly 1990 FREE. 
£14.69 



CAPCOW COLLECTION 

Stridor. UN Squadron. Last 
Dudl.FfirgallBn Warlds, 

OhoulB a Gnosis. Dynasty 

iVnrs. _Rri SHim. Sir der 


WAX 

Tuirtrnnll Swh. Nightsnitl, St 
Dragcm 

eitJN 


H Ac the ilme of pnntiliig ihn*A games not available, but will be 

despatched 1a ypu pn ratep&a data. 


BIG DOK 

Captain Bkwd. Safan Qunq, Teenage Queen. Bubtle Plus, Tin Tn, 

Purine Saljrn Day Krynlon Egg Jumping Jach-SOP. 00 BO. 
HOatflfjas 


Pcrwermange- Data Disk 39 

Railroad Tycoon 23.99 

RSI Baseball II 17.99 

Reach For The Sk*s" 1999 

Rise Qf The Dragon 26.99 

nobocop II 15.99 

Robooop III 15.99 

RobazDrtB 16-99 

Rockffleer 20.99 

Rodand ^ 16.99 

RalinojRonny 15.99 

Rubicon 16.99 

Ru[£y World Cup 16.99 

Savafle Empire 1999 

Search For The King 19.99 

Shadow Sorcero' 17.99 

Shadow Warrior.. 15.99 

Shuttle The Simulator 2799 

Siege Masle-' 16 99 

Siiem Service II 23.99 

Sim Art* 15.99 

Sim Earth" .... 16.99 

Simpsons 15.99 

Smash TV 15.99 

Space 1689' 16.99 

Sp*c*A:K I Earls Revenge 26- 99 

Suae* Crusade 15.99 

S&aceGun , 15.99 

Space Quest (V. _...26.99 

Soecal Foxes 23.99 

SiarFlighl II 16.99 

Slave McOueen 16-99 

Strike Fleet 16.99 

Super Space Invaders 16.99 

Suspicious Cargo 16.99 

Swap 16.99 

Switch Hade II 15.99 

Tarminalcr II 15.99 

TBSlDpvelll 19.99 

The Adven Ol Rosin Hsoc 1 6.99 

The Godtefflir, 20.99 

Then F5nes| Hour 19.99 

TheffinastHrMissKinDsk* 1 

The Manarter 16-99 

Thunder hawk 17.99 

TpQtf - ...15.99 

Toki — .15.99 

Turbo Charge' 15 99 

TurllBE- Arcade" 1-8,99 

TV Sports Boxing 1-B 99 

T*Hkjh1 HXHJ 23.99 

Ultima vT 2D.99 

Utopia 1999 

Venpera ot Excf-ibur .. ..15 99 

Video Kid 15 99 

Volftadf 21 

Vraom ..15.99 

Wild Wheels 15.99 

WizKd -x.9S 

WrJ Chikf 17.99 

Wbrid Class Crfeket 19.99 

World Case Ruby 16.99 

Wrarri & Tha Demon 19.99 

WWF 1S.99 


BUDGET TITLES 

3D Pool 7.99 

3 Stooges 8.&9 

Advanced Fruit Machino&.SQ 1 

Afle^Dur-er 6,59 

Arkanoid II 6.99 

AsgoI Magic HammBr 6.99 

Barbarian II { Palace}.. ..6.&9 
Batman Gaped Crusaders, 99 

Batman The Movie ,,6,99 

Bobbf-e Bobble. 6.99 

Carrier Command 7.99 

Cenlertod SqLaros 6.99 

Chase HQ 6.99 

Chuckie Egg a.gg 

Chudsie Egg II &.99 

Colo&sus Chess 7.99 

Continental Circus b 99 

Crazy Cars 6.99 

Daily Double Racing 6.99 

Daley Thomp&jnChaJI. .6.99 

Delux Strc) Poker &,99 

Double Dragon I or II ....8.99 

Fast Food 6.99 

Flood S.99 

Forgotten Worlds 6.99 

GaunHel l,„. 6.99 

Ghoute and Ghosts 6.99 

Hitchhikers Guide &.99 

IK+ 6,99 

Jet Sat Willie ..3.99 

Lasi Nlnja II 6.99 

Leather Goddess &.99 

Lotus Esprit 6-99 

Manic Minor B.99 

Moonwalkar ....6.99 

New Zealand Story 6.99 

Ninja Warrior 6-99 

Worth And Soulh,.., 6 99 

Operalic^; Th^nderbdl 6.99 

Qperallon Wolf 6.99 

Outrun 6.99 

Phantasy Wodd Dizzy ..6.99 

Predator..., .,,,6.99 

FLAG Lombard Rally 6.99 

Rambo 3... 6.99 

Red Heat 6,99 

Renegade 6,99 

Rooocop 6,99 

R Type .....6.99 

Shinobi S.99 

Stunt Car Hacer 7,99 

Silkworm ,6,99 

Switchblade ; 6.99 

TbunderbladB 6.99 

Treasure Island Dizzy. .4.99 
TV Sports Foolball (USJ7.99 

UniouchaUes 6.99 

Vigilante 6.99 

WorkJclass Laaderboard€.99 

Wizball 6,99 

Zenon B.99 


Order Form 

Please change my Acoeaa>Visa Card ru. 
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Centicldars Signaiuia . 


Name , Date 

Address r , 


Postcode . 
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FEATURE 


Since the success of The Secret Of Monkey Island and Indiana Jones And 
The Last Crusade, Lucasfllm has become one of the biggest players in the 
graphic adventure stakes, Paul Presley looks at the next two instalments. 




W HEN IT COMES TO FILM LICENCES, one company has a 
major edge over the others. Lucasfllm is the software 
branch of Film director George Lucas' Formidable empire, 
so it's only natural ihat it ^ets the chance to produce games based 
on some of the great esi adventure Films to date. Indiana Jones is the 
biggest name in the [.m as stable- and gamesplayers across the world 
have already marvelled ai Indiana Jones And The Last Crusade: The 
Graphic Adventure, 

Thankfully, it isn't just big name stars' that sain all the attention 
over at the California ranch. There can hardly be an Amiga owner 
who isn't Familiar with 77ic Seem Of Monkey Island, the adventure 
game that became one oFthe most talked about parties or the 90s. 
The quality graphics, wonderFul sound effects, music and humour 
that made up the adventures of Guybrush Threepwood went 10 
prove that Lucasfilm is more than just another vehicle for Lucas' 
movies. 

Since the release of those two games, Lucasfllm has been a hive of 
productivity, developing not just new titles, but sequels to old ones 
and new programming systems. The biggest improvement that the 
new range of games will have is the /MUSE music programming 
system. Given, that this stands for Interactive Music and Sound 
Effects, you probably get a pretty good idea of what It's all about, 
a basic sense, a game that uses the /MUSE system will have music 
and effects that follow the player's actions, changing and adapting 
as the player issues different commands. 

A good example of this is in Monkey Island 2 (see panel). When 
Guybrush enters the swamp area, a spooky melody starts to play. 
When he climbs into the nearby canoe, a faint backing tune is 
added, As he paddles off towards a mysterious shack a slow 
drumbeat starts, and when he finally enters the shack, the whole 
tune comes to a crescendo. Should the player deviate from this 
course (doubling back on himself for example) the music will rise 
and fall accordingly. 

The two biggest products being worked on are the aforementioned 
Monkey Island 2 and Indiana Jones And The Fate Of Atlantis. There 
are plenty of other projects in the pipeline, though, including 
adaptations of the Star Wars saga (an arcade version of which has 
Just been released for NES consoles), a game (or games) based 
around the upcoming Young Indiana Jones television series (which 
premiered recently in the States) and conversions of most of its 
existing titles to CDTV, enhancing them with improved graphics and 
sound and adding speech. 

In fact. Loom is to be the first CDTV Lucasfllm game to appear and 
is ii full 'lalkie', with speech completely replacing the text. With 
most of the other games to follow r you can't help but wonder if 
Harrison Ford will provide Indy's voice and we can only guess at 
who'll be brought in 10 play Guybrush. 
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MONKEY ISLAND 2: LECHUCK S REVENGE 

THE FIRST NEW RELEASE that Amiga owners will be able to enjoy is 
the sequel to the legendary adventures of Guvbrush Threepwood. 
Monkey Isiand 2 sees the return of his arch— enemy, the ghost 
pirate LeChuck, and takes Guvbrush on a journey to discover the 
real secret of Monkey Island (which will come as a real shock). The 
plot was originally all part of the original game's, but owing to its 
skze r it was cut in half and used for the follow— up. 

The sequel introduces three new islands to Guybrush's world 
plus a host of new characters (and a couple of old ones you might 
recognise, such as Stan the used ship salesman, now selling used 
coffins). 

The story begins with Guvbrush suspended over a huge pit, 
holding onto a vine in one hand and an extremely heavy chest in 
the other. Suddenly down comes another rope and he's joined by 
Elaine Marley, his true love from the first game, who's curious as 
to what's going on. As Guybrush begins to relate his tale, they all 
start to fade out and the player begins the game. 

Monkey island 2 sees a couple of "firsts' for Lucas film, namely the 
use of the iMUSE system for the music and hand— painted, digitally 
scanned backdrops for the graphics. The result is a stunning 
mixture of sight and sound and should keep you enthralled for a 
good few months at least. Expect to see it on the shelves around 
May. 


INDIANA JONES AND THE FATE OF ATLANTIS - 
THE ADVENTURE 

f,UCA$FtLM f S OTHER 'BIGGIE' is the fourth adventure to feature 
everyone's favourite archaeologist/adventurer, Indiana jones r this 
time exploring the mysterious city of Atlantis. This is a unique Indy 
adventure: it isn't an adaptation of a film r but was designed purely 
from scratch. You may have already had a chance to read the story 
thanks to the recently released Indiana Jones .And The Fate Of 
Atlantis comic book (available from most good comic specialist 
shops). 

hidy's quest starts when no's visited at his college by a 
mysterious German with an anciem statue. Unwittingly, Indy 
causes the statue to release a tiny glowing bead which the German 
promptly snatches and tries 10 escape with. A chase ensues but all 
Indy manages to capture is the man's coat r containing a couple of 
names and address. One of these leads to an old flame of Indy's, 
Sophia Hapgood. who is currently performing in a stage show all 
about Atlantis. The duo team up and embark on a perilous 
adventure that stretches from one side of the world to the other, 
ending up, eventually, in the fabled city of Atlantis itself! 

Once again, Indiana Jones And The Fate Of Atlantis utilises the 
fMLlSE system, together with a remarkable graphics process known 
as Rotoscoping. Real— life video tapes of people involved in certain 
actions (walking, running and sitting around, to name but a few) 
are fed into a graphics program and literally painted over. Th 
gives a much more realistic appearance ro all the characters. 
Indiana Jones And The Fate Of Atlantis is still being worked on at 
the moment and Utcasfltm are expecting it to be finished towards 
the end of She year. 
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The cybersketchers at Angel Studios are fed up with doing it on 
screen, so they've decided it's time to start engineering for the 
real world. Steve Cooke gets all shook up about the Solopod... 


ANGELS 0 


m 
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Angel Studios' creative talent Brad Hunt is Fed Up. He's just 
finished oii>hi minutes of state-of-the-art animation for The 
Ijwnmowcr Man - Hollywood's first major feature film 
about Virtual Reality - and it took him and his colleagues about a 
month per minute to put it together. The footage is superb and the 
critics are howling for Oscars. Hunt, bathed in Californian 
sunshine, looks as if he might burst into tears at any moment 

"ft "s just so much WORK! he sighs, "It's really difficult. It s tough. 
It's hard. And after all that sweat, the stuffs used only once. We 
need to build a long-term business here, not Just leapfrog From one 
project to the next. What's the answer?" 

'Ihere's a loud shriek from next door, accompanied toy a derisive 
hydraulic hiss. Something falls on the floor with a loud thud. It 

sounds human. 

"What we need, " says Hunt, 
casting a homicidal glance at the 
wall, "is something to turn our 
animation work into a product 
that can be sold o% r er and over 
again. If we put so much into 
something, we need to make more 
money out of it. It's as simple as 
that." 

There's a long pause, punctuated 
by what sounds Like a. huge metal 
cat pouncing on inflated plastic 
mice in the next door room. Hunt 
looks awkward: he wasn't 
expecting my arrival today and tor: 
was too courteous to turn me 
away. We sip our decaffeinated 
coffees politely. Suddenly the 
silence next door is even more 
menacing than the sounds that 
preceded it. 

After a hiatus of at least 10 
seconds, which is a very long time 
in California, Hunt looks up from 
his coffee and smiles at me 
innocently. "Are you." he asks, 
"susceptible to very high G- 
forces7' 

He's going to show me — but he's 
going to make me pay... 

■"Everyone's Into simulators 
nowadays," comments Hunt as we 
head next door, "torn no one's, 
concentrated on sinyle priori 
men ion bases. We have the 
experience in co-ordinating 
movement with vision? sound is 
pretty easy to deal with. We're 
ideally set up for something like 
this. It's my Pet Project..." 

The Pet Project stands in the 
middle of a large room and looks 
hungry. It's called Sol opod. Brad 
tells me, and it Immediately makes 
a very poor impression on me. 
That's because its seat is set very 
high off the Moor and it s busy 
tossing one of the Angel Studios 
testers around like a Barbie doll 
on a rhino with a hormone 
problem. Mostly, however, ii 
makes a poor impression because 
I know it's my turn next. 

"We've designed Soiopod for 
higher performance," Hunt points 



Brad Hunt enjoying a brief flight on Soiopod. "This is an opportunity fur 
us to recreate some of the excitement of the nightclub. At the Sim Center, 
we could have cottductors, maybe even Dj'si" 



Vertical movement is provided by a scissor-like mechanism that is 
astonishingly efficient: but Angel is thinking of substituting hydraulics 
fbf even better performance. 



Brad Hunt at his workstation. The company uses Silicon Graphics 
equipment to generate state-of-the-art animations fttr film and television. 
Don't miss Tlfe Ltmtrttowcr Man, out hen: in the UK this summer. 
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out, "Our objective is to develop a 
totally new arcade experience. We'll 
then u» our software skills to 
develop a series of blueprints for a 
simulation centre that will offer the 
first full-motion virtual world 
safaris." 

Virtual safaris? Surely not. Where 
are the headsets and the case full of 
smart drugs? All we have here is a 
monstrous Metal Mickey. "We've 
decided not to go for headsets at 
the moment." explains Hunt, "First, 
there's a hygiene probl em and then 
there's the Poison Theory (see 
panel). We need something that will 
be kind and gentle with children 
and won't require a dozen 
attendants to keep it on the leash. r 

] 4o not point out that usually the 
aucndanis arc there to keep the 
kids on ihn leash. Looking at the 
Pet, however, I reckon he has a point. 

Solopod is still in the early stages of evolution and lacks a visual 
display panel. To project a virtual world environment for the user. 
Angel is developing software to run on simple NEC LCD projectors 
which give a high quality, hi-res display. Having seen their computer 
graphics in The Lawnmower Man, it's a fair bet that, when you strap 
yourself into the Solopod, you 're going to be in for a surprise. 

"Up you go r " says Hunt, jovially. I'm not too happy about this. "It's 
a bit high up r isn't it?" I enquire, thinking that even if they don't 
have any smart drugs, a stupid one would do. Scotch, perhaps. 

"Yes, higher performance," jokes Hunt. "Now, strap yourself in, 
then grab the joystick. There are three degrees of freedom here, so 
you'll be moving up and down, and 
tilting left, right, forwards and 
backwards..." He moves over to the 
PC whirh is linked by a vasi cable 
to the Sofopod's base. "OK, you're 
on line,.." 

[ push the stick forward gently. A 
mistake I should have pushed it 
forward very gently. With sickening 
speed I'm catapulting upwards, my 
spine bending gracefully through 
about 180 degrees. In my haste to 
pull the stick back, I find myself 
corkscrewing in the opposite 
direction. The sense of acceleration 
is so compelling that it never occurs 
to me to take my hand off the stick, 
so for the nest few seconds I 
perforin a number or very silly 
manoeuvres, fm far too proud to 
cry out for help. 1 scream instead. 

Hunt, curse him, pays no attention 
at all This is clearly his revenge for 
my unauthorised visit. For the next few minutes, I'm condemned to 
a dynamic bonding ritual with half a ton of carbonised steel. 

And blow me if after a minute or two I'm not having the time of 
my life! Having got the knack of the controls, and with Hunt 
Standing beside the Pet describing their plans for the visual displays 
and the software, I'm beginning to see why he gets so excited about 
Stall. 

What all current entertainment platforms lack Is a true Synthesis 
of sound, motion and 3D vision. One day in the not so distant 
future, this system could offer such an experience. Forget R360 and 
join the queue for Solopod. 



Safety first! Fail to 
strap this on and 
ydu'U be scraped off 
the ceffine. 



Current Carttrut 
mechanisms on 
Sofopod may he 
bulky, hot their 
extremely precise 
and surprisingly 
quiet. 


Technoproblems 

Synthesizing sound, motion and 
vision is a sophisticated art that 
many are trying to learn and few 
have mastered. The trouble is 
that you need expertise in three 
wry different areasi sound 
technology, animation and 
graphics modelling and 
engineering. Then you have to 
combine these skills with a 
fourth: the ability to relate cues 
for all senses to each other. 

Get it wrong and the results 
are at best nonsense and at 
worst disorienting and even 
dangerous. The problem at the 
moment," points out Hunt, "is 
that people really need to do 
much more research into relating 
motion-based systems to visual 
cues. The army has been really 
busy in this area with their 
helicopter simulators, but there 
are still a lot of unanswered 
questions." 

For example, why do people 
frequently suffer nausea and 
sickness when wearing VR 
goggles in conjunction with a 
motion base? One possible 
explanation put forward 
recently, the Poison Theory, 
suggests that the brain interprets 
bizarre visual cues as a symptom 
of poisoning and induces a reflex 
vomiting attack to clear the 
supposed cause. 

Then there are more subtle 
interface problems. ' How do you 
use the motion base to simulate 
walking," asks Hunt, 'and what 
about hand cues? Imagine a 
sword fight. How do you use a 
lever to control a sword that 
needs to stop when it's pushed 
up against a breastplate?" 

Of course, advances have 
already been made. Anyone 
who's been on Disneyworld's 
Star Tours, for example, will 
have experienced the effect of 
'wash out', when a motion base 
with a limited range of 
movement can simulate, In 
conjunction with visual material, 
a prolonged surge In any 
direction. "The trick," explains 
Hunt, "is simply to let the base 
give the initial Impetus, then 
allow the visual cues to take 
over. The brain is completely 
fooled." Regular visitors to Star 
Tours, however, will know that 
the brain soon cottons on to this, 
so VR designers have to avoid 
repetitive wash-out effects in 
their scenarios. 
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xperiment 


What would Happen if these people... 



...were cornered by these people: 



David Upchureh & Gary WhiHa 
- Two truly impressive members el The One's new editorial team - 

...and weren't allowed to leave until they had aired 
their views of the future of Amiga gaming? 

You can find out more on Page 82 
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GT 



\ck-a-biock full of the 
reviews and previews on the 
greatest hand-held games in the 
world! 


Latest and greatest, 

ft'S BRITAINS ONlV HAND- HELD 

console mag - andiVs free w, 
C&VG! 




GO! Grab it quic 
- it's going fast! 
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PARASOL STARS 

(Ocean) 


46 SPACE CRUSADE 

[Gremlin)] 




48 SPACE GUN 

(Ocean) 

50 ELVIRA 2 

(Accolade) 

52 TITUS THE FOX 

(Palace/Titus) 


54 MYTH 

(System 3} 

56 VROOM 

(Lankhor) 



58 

60 RACE DRIVIN 

(Domark) 


PIN BALL DREAMS 

(21st Century 
Entertainment] 



Who, what, where, 
when, why and 
how. Everything you ever 
wanted to know a twit 
the latest games that 
others couldn't tell you. 
Here at The One, we 
strive to bring you the 
most informative guide 
to whether or not you 
should part with your 
cash. Our unique 
reviewing style lets you 
least in the quality (high 
or low) of the graphics, 
while our expert 
gamesplayers tell you 
everything else. Why 
bother with expensive 
imitations? 



GRAPHICS 

Do the reds go well with the blues or 
do you just get a purple haze? Quality 
counts as well as quantity. 


■ / : 

■ ■ 

DURABILITY 

Will it gather dust alter a tew weeks 
or will it be in and out of your 
computer so often it gets dizzy? 


4 


SOUND 

A test of quality and aptness. Does it 
suit the mood or do you get brass 
bands during a funeral? 


PLAYABIUTY 

Does tt handle tike a Ferrari or a 
Skoda? Is it a prize marrow or a prize 
turkey? This is the big one. 


OVERALL 

All the rest combined and then some. This is the one you should listen 
to, it means business! 


WHAT'S TICKLING 
THE TEAM 


PAUL PRESLEY 

Prez has been a very 
busy chap this month, 
He suddenly realised 
that there was no 
editor, so his brain 
went into to overdrive. 
We only saw him once, 
and that was when he 
submerged to have a 
cup of coffee. Space 
Crusade was the only 
game that we managed 
to find out of his 
games playing hours. 



BRIAN NESBITT 


Wow T Brian has 
actually been seen 
around the office. 
Even though he's 
been siting around, 
playing on his 
GameBoy. Mario, is 
the game that has 
taken up all of Bri's 
hours ■ apart from 
the occasional game 
of Kick Off 2 with 
toote and Prei, of 
course. Brian boasts 
the 2-1 win over both 
Prez and Jools - sad 
really! 



JOOLS WATSHAM 

Where's Joois been? 
He's worse than Prez. 
We heard him 
muttering something 
about Impossible 
World, but when it 
comes to games 
playing, he said; 'I just 
haven't had time for 
such luxuries, DPaint 
is taking up all of tny 
time 1 , Yes, you've 
guessed it, Jools has 
been busy drnwing 
away on DPaint, 
coming up with more 
sprites, platforms and 
alt of the other things 
that go into a game! 
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Once again that lovable twosome, Bub id Bob, are back for 

plenty of madcap platform action. And this time they've even 
got some protection if it starts aining, 


PARASOL 
STARS 

Ocean 
PRICE 

£25.99 

OUT 

NOW 

GRAPHICS 


SOUND 


;-T~-x DURABILITY 



:/ 1 



THE FOREST WORLD 
is one of the lewis 
where the play-area is 
bigger than one screen. 
It allows you to 
wander around! from 
left to right, right to 
left, collecting the 
goodies. Bob has. been 
picked up by Bub at 
this stage: he can be 
used to either kill an 
enemy or reveal 
bonuses, either way it 
doesn't do Bob any 
good, The blue bubbles 
with hghtning inside 
tbem can he picked up 
and thrown; if you 
collect five on top of 
one parasol, it turns 
into a super weapon, 



,UB AMD BOB, after saving the Rainbow Islands from a fate 
.worse than death, have just sat down for a rest when the 
''whole world in danger' alarm goes off again. The evil fiend, 
Chaostikahn, has unleashed a horde of nasty aliens all over the 
universe, and it's the duo's job to go around seven different planets, 
disposing of all the aliens by thwacking them with their magic 
parasols, gifts from the Islands' grateful inhabitants. 

Well, it's all very silly of course, but then did you really expert 
anything different from a game like Parasol Stars, a cross between 
Bubble Bobbfe and Rainbow Islands? The saga has indeed come a long 
way since the pair were encased in dinosaur form, jumping around 
platform after platform in order to break free of the spell. 

Once again you get to control either Bub or Bob (simultaneously or 
separately), taking them through the levels collecting bonuses and 
killing everything and anything you see. Each stage Es similar to that of 
Bubble Bobble (enemies dropping down from above and roaming 
around the platforms), with extra bonuses to be found when you pick 
something up and throw it across the screen. 

Once the bonuses are revealed they're up for grabs: either throw 
something across the scree n d collecting all of them, or run as fast as 
you can over them, trying not to get killed. A particularly nice touch is 
that anything can be picked up and thrown, from the smallest of 
water droplets to the other player! 



THIS IS RAINBOW LAND, where if all happens. 
Guide Bub and Bob around the brightly coloured 
platforms, killing baddies- and collecting bonuses. As 
you can see, Bub has one of the foes on top of his 
parasol. This can be thrown at other enemies or used 
to reveal bonuses. 
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AS YOU CLEAR each world, loads of goodies are dropped down. If you collect 
the giant pumpkin you're rewarded with 10,000 points. There's a mass 
scramble to the centre of the screen as both players kill and maun (I thought 
this was a cutey garnet — Ed.) to collect this prestigious prize. 


AT THE END of each world, there's an evil guardian to 
Face. Tn this case it's the Grim Reaper dude that wants to do 
you lit, Collect the jars containing the Stars and build Up the 
bubbles on top of your parasol to blast him. 





THIS MECHANICAL MANOEUVRER is a real pain. 
Luckily there are loads of bubble stars to collect which 
should help you out a lot. Lob loads of single bubbles at him 
for an easier kill, 



THIS EVIL PRINCESS guides her peculiar pony around the 
screen dishing out light baits. Simply zapping them With 
lightning should send them hack to the stables in no time 
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HOORAH, you've picked up a miracle 
bonus. When you pick up two 
miracles it causes all on-screen aliens 
to be paralysed for a limited period. 
Three miracles wilt kill i vt rviliin^ on 




THIS IS A MAP of 
all of the worlds 
you need to visit. 
Two of the worlds 
shown are actually 
secret worlds - see 
if you can find 
them. 


AKKCit.H H' Tin- 
aliens have 
landed. The 
mother ship 
hovers around the 
screen malting a 
general nuisance 
of itself. You're 
not armed with 
ightning here, so 
you'll have to 
change your 
strategy to suit 
the fire that you 
lay down. 


A GIANT D1NO 
from fiubkfc 
Bobble. Why is be 
attacking yaui 
When he appeared 
in the original, you 
were a 'brother' so 
to speak, Oh, well, 
there's no time to 
convince him of 
family loyalties 
no Wj he seems to 
only have one 
thing on hi ft mind, 
and that's the end 
of you. 


* ■ ^Mr» * 



PARASOL STARS is obviously going 
to be judged by the success of 
Bubble Bobble and Rainbow 
islands. It's def initely a great 
mixture of the two, but that 
doesn't automatically mean that 
it's going to be an excellent game. 
Parasol Stars is a good game, 
there's no doubt about that but 
it's nothing new, nothing fancy - in 
short there are not enough 
differences between the original 
game and this one to start making a fuss 
about. Jumping around the brightly 
coloured platforms is enjoyable, but it 
also becomes a little tedious after a while 
(doing the same routine in every level). 
There are all the usual good points, the 
graphics are 
brilliantly 
done, bright 
and colourful 
and the main 
sprite has been 
based on that 
of Rainbow 
Islands, but re- 
drawn (so that 
there are extra 

expressions on Bub's and Bob's faces), The 
enemy sprites are equally as impressive, 
even if they are slightly limited in 
animation. A lot of the baddies are 
recognisable from Bubble Bobble, 
Rainbow Islands and even other games 
(like Don, from Arkanoid)! The jolty tunes 
that accompany each level give it a very 
cutesie/arcade feel, which is exactly what 
it needs. However, it's still just a 
collection of mostly similar platform 
games that doesn't have nearly enough 
variety in gameplay that something such 
as Harlequin or Titus The Fox offers. 
Parasol Stars deserves to do well as it is a 
very good game, it just doesn't quite 
deserve the many accolades and cries of 
'classic' that it's more than likely to get 
simply because the first two were so 
good. 


Jools Watsham 


graphics, 
great music, 
great fun - 
but nothing 
new 
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Fritcn. HinLr Onm. frCUiumn Tint 


SUPER HEROES OfHy£17.9B 
&mht ll. Indam Am. Liu H i II 

a Spy tb 


CiRAfo&TAHD only £1 r.gg 
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2 HOT 2 HANDLE only £1199 
j.;J[to- Ail, TkU Rdeb. £HMk^ Wimor, 

SLf* ai Rue RMiiiq 


SUPER StM PACK only £21 .91 

t: 3D Tmi Crajy Can ■. 


HEROES 4T only £9.39 

MaCdran ?'. H.in - j Ma - ,. %iv Hvi 
IfA LiCMCI InKfl 


FLIGHT COMMAND arty £H9fl 
Lancau». 5fcy Fj ^na St,^ &ma 


A WHEEL DRIVE ortfy £20-99 
LMuSLKT 1 - ftk L R«:y, rijmSui,'. ro 


j>0 HER PACK only £1 4.99 
ttninl, TV j(xvj Focibai. aiKflwytr ma 


SUPER SEGA 
only £21 .99 
Hqtec tiK. Catcton .k£t. Crackdown. 
C&WAT aid SMndu 


BIG aOKdfity I1S.99 
Cipl* fl Bud, Til Tf U fit U Gj'a- Q.nii. 
1 wiipn Gl#«v Buitiii Pdi. Pu'ptt Situm Oaf i 
Kroner tflft ^riang Mf*w. HijsiiOflt 


TEST DRIVE II COLLECTION 

AMICA only £29.98 
Uuidi Cm, Ci 'y->i '>j.u-.^i 

L J '.Cilia ' L'-jl«ry .J^J Supg- Cjf 5 


DOU&LE DOUBLE ElLL 
AMIGA criy £2299 
1 m SporK Fguib**, tarw or ins rL4.np Sj-i. 
Tr SjKfli fcBki?iLii: . MODI 


~ ACTION PACK onfy £15.99 
Oat-Ik ■•'km. R«Kf.yi p i.On BmraHr 
r'mLjng. SUmirW. Hnitgn fJfl#ir, 
ffiUlrtl 


winning five AnngioniyEii.ee 

kontaro, Nipfi Hsov iw^Wioot, 


RAINBOwCOUECnO*l OrHy £13.99 
|ia.->so* baroi 


MAGNUM 4 only £16,99 
AntfnuiYir, Co.tJB Cri^xi Cfc*f ajD- WcJl. 
P.-^ i S aga a na^y F*wl aU BaLTian Ca(Hd Crjiadw 

Please make cheques an dP.O. s payable ]o Eagle Software . P&P ss £ 1 .00 pero^der in ihe UK. Orders 
under £10 please add 50p per item. Europe: add £3.50 per ilem. Elsewhere ac&d £4.50 per item. II the title 
youwantis not listed please phone forpnees. Free cat aloguBnow available -p lea s e phone or lie k Boa. 
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I don't know what I've been told, Alien spaceships are mighty cold. 
Gremlin's merry band of Space Marines prepares to board and conquer. 


SPACE 
CRUSADE 

GREMLIN 
PRICE 

£25.99 


OUT 

NOW 

GRAPHICS 




THE 3D VIEW is used mainly to display action (such as shooting aliens'). It 
is also possible to take A look at the view from any point during thE ganiE, 
t he only thing you can'r do while here is to issue orders or move around. It 
does lock nice, though. 

THE SPACE MARINE: a fearsome 
fully-trained fighting machine, 
Although only a small part of 
the Leg i ones Astartes, each marine is 
trained from birth in the art of 
inter-galactic warfare and small arms 
combat with some of the most 
devastating armament known to man. 
Fortunately, they're on our side. 

Space Crusade Is Gremlin's conversion 
of Games Workshop/Milton Bradley's 
best-sellrng sci-fi board game of the 
same name. Centring on small 
skirmishes aboard huge derelict 
spaceships Space Crusade allows up to 
three players to command a squad of 
marines as they set about various 
missions in the name of the Emperor. 

Their adversaries include orks, 
G retch en (small space-faring goblins), 
renegade marinesj soulsucking aliens 
(similar to those of the film Alien) and 
huge robotic dreadnoughts (which 
bear a passing resemblance to the 
ELV2095 in Robocop). All of these foul 
beasts have just one thing on their 
collective minds.., your death, Is your 
Plasma Gun up to the job? 



MARINES CAN 
arm themselves 
with Bolters (small, 
deadly hand guns] . 
Assault Cannons 
(as in a modern 
attack helicopter), 
Plasma Guns 
(weapons that 
vaporise anything 
in their path) and 
Missile Launchers 
(really powerful 
explosives, that 
damage whole 


EACH MARINE 
can take one piece 
of equipment 
(allowing them to 
roll extra dice in 
conihat, or 
replenish lost 
energy points), 
w hile the 
Commander takes 
one Order 
(allowing the 
marines to move or 
fire twite in one 
turn for example). 




THE OVERHEAD 
VIEW is where all 
your command a are 
issued from and 
where all the 
movement takes 
place. Both the 
marines and the 
aliens move in set 
'turns', during 
which time they 
are allowed to 
either move then 
fire. Eire then move 
or just Eire or move. 


ONE OF the other 
things a player can 
do during his turn 
is to use the 
scanner. This 
shows the positions 
nf enemy troops, 
although it doesn't 
show their numbers 
or type. Until a 
visual identification 
is obtained, the 
aliens are 
represented by 
green blips on both 
the map and the 3D 
view, 


WHENEVER 
SOMEBODY fires 
at or hits someone 
else, the view 
changes to an 
isometric look at 
the Surroundings. 
Here you get to see 
the piece of alien 
slime get vaporised 
from the face of 
the... erm, 
spaceship, in all its 
Animated glory. 


TO ACTUALLY 
BLAST anythingr 
you have to issue 
the command via 
the overhead 
display . Select fire 
or attack Arid the 
possible targets are 
highlighted in 
yellow. For ranged 
weapons the path 
of the 

b«llets/f octets/lasers 
is shown. 


THE BIG ADVANTAGE that Space 
Crusade has over Hero Quest is the 
use of teams instead of individuals 
for each player. This gives you a 
lot more to do and helps you feet a 
lot more involved with the action. 
It also allows you to develop a 
much more strategic approach to 
the scenarios (something which 
makes the game almost 100 per 
cent better than Hero Quest) and 
when you start playing with other 
humans and developing strategies, it just 
gets better. There are faults to Space 
Crusade, the most notable of which is the 
lack of continued 3D action. While full 3D 
game pi ay would have been most 
satisfactory, the quick 'action cuts' as they 
stand are balanced well with the use of 
the overhead view. Other cracks in the 
hull are the 
strange way 
everything {from 
aliens to piles of 
rubble) explodes 
when you hit it 
either from laser 
fire or with a 
sword, the 
apparent ease with which some of the 
larger 'muthers' can be killed (one of my 
Commanders destroyed an entire 
dreadnought with the mere flick of his 
wrist-sword) and a lack of decent 
congratulations when you complete a 
mission or a simple intro before you start 
one (just to set the scene). These are 
challenged by atmospheric gameplay, 
very nice in-game animations and 
graphics and a faithful reproduction of 
the board game that loses none of its 
payability and competitive, enjoyable 
action. These pros (as far as I'm 
concerned) more than outweigh the cons 
and make Space Crusade a very 
worthwhile product, especially with the 
prospect of plenty of data disks to liven 
things up. It could do with some Wing 
Commander-type story telling though, 
helping to tie everything together. 


Enjoyable, 
atmospheric 
and faithful 
to the 
original 


Paul Presley 



James Cameron's done an awful lot for computer games. There's 
hardly a sci-fi game around that doesn't use his Alien creature for a 

bad guy. Space Gun is no exception... 



SPACE 
GUN 

Ocean 
PRICE 

£25.99 

OUT 

NOW 

GRAPHICS 


SOUND 


' DURABILITY 


PLAYABIUTY 


OVERALL 

75°/ 




o 



NOT ALL THE 
ACTION takes place 
in the space ship . 
Learning of more 
problems on the 
nearby planet, you 
nip down to put an 
end to their evil, 
colonising ways. 



■!!!., 


THE MAIN TASK is to rescue as many hostages as possible, 
within the time limit. However, in the heat of combat, it's ail 
too easy to shoot the fleeing human* instead of the aliens. With 
the added problem of humans that turn into aliens, it's 
probably best just to kill everything. The action can take you in 
several directions. Initially you start by moving down an eerie 
corridor, but quite often you'll arrive at junctions and have to 
choose whether to go left or right. 



IN ORDER TO 
justify this 
mass carnage 
of 

blood4etting, 
these simple 
scene-setters 
crop up 
between each 
level. 


THROUGHOUT 
THE SHIP you'll 
find flashing Eights 
on the wall (hey. 
what space ship is 
complete without a 
few flashing tights 
and strange bits of 
machinery' that 
seem to serve no 
apparent purposev}. 
Shoot them and 
extra weapons, 
equipment and 
ammo will be up for 
grabs. 


T| HERE'S NOTHING UKE 
having a big r meaty gun tn 
your hands to make you 
feel in complete control. 
Unfortunately, Ocean's conversion 
pf the coin-op with the biggest, 
meatiest guns ever dispenses with 
them in favour of a mouse, 
joystick or Trojan Light Phazer, 
which just isn't really the same. 

Anyway, Space Gun takes you 
deep into the future, on board an 
earth-bound cargo ship that's 
been hijacked by aliens. The 
powers that be have deemed that 
the only feasible way of rescuing 
the hostages is to send a couple of 
heavily armed soldiers in to kill 
everything that moves. How's that 
for inter-galactic diplomacy? 
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THE ACTION can take you in several dircctioiiiH. Initially you 
start by moving down an eerie corridor, but quite often you'll 
arrive at junctions and have to choose whether to go left or 
right. 


NOT EVERY ALIEN 
ii big, green and 
multi-limbed, there 
are plenty of smaller 
pests to keep your 
gun overheating. 
Face hugger* are 
particularly nasty, 
clinging to the 
scree n and sucking 
away ax your 
energy. 




EVERY FOUR OR 
FIVE corridors 
you'll meet up with 
the mother alien. 
Big, hard and f ant , 
they 1 ve got every 
intention of 
stopping you from 
succeeding in your 
mission. 




ITS NOT JUST 
BULLETS that you 
can pump into the 
alien 

5Cum, / fiIch,'dirthags 
/other expletive. 
With the flick of 
your barrel . you 
can unleash a 
variety of 'smart 
bomb' style 
weapons, including 
flame throwers, 
freeze ray s and a 
laser blade. 


I MUST ADMIT to being quite a fan 
of the arcade version of Space Gun 
(I've almost clocked it but keep 
blowing up my escape ship), so I 
was quite eager to see if Ocean 
had managed to do a decent job of 
the conversion. The answer is 
definitely a mixed one. There are 
areas of the computer version that 
shine through, but they are 
unfortunately offset by the areas 
that are distinctly murky. The 
speed and difficulty of the original are all 
there (as is the original feature of being 
able to reverse your direction of travel for 
a while by 
pushing Space - 
a fad not 
mentioned in 
the manual). 
Unfortunately, 
the graphics, 
presentation and 
payability are 

what's missing and it doesn't make for an 
enjoyable game, It just doesn't have the 
same thrilt or 'loudness' that the arcade 
version had I miss the feel of the large 
pump-action gun on the cabinet (even 
with the Trojan Light Gun compatibility it 
doesn't have the same impact) and the 
sound of the aliens screaming in agony as 
you killed them. Space Gun is a competent 
enough conversion all right, just not 
outstanding - and I'm not sure that 
everyone was as big a fan of the arcade 
game as I was. 


Paul Presley 


Adequate 
conversion 
of a 
passable 
coin— op 


T HE: ONE APRIL 1992 


.49 



ELVIRA II: 
THE JAWS 
OF 

CERBERUS 

ACCOLADE 


PRICE 

£34.99 

OUT 

NOW 

GRAPHICS 


SOUND 



DURABILITY 


PLAYAB1LITY 


OVERALL 

77% 


Elvira is back in her second Horrorsoft adventure. This time a three- 
headed demon from the underworld and a horde of evil minions 
are out to nobble her. 



-T'j'Jjj J_i-\ j J ^ 



E 


ILVIRA, THE STAR of many a 
I schlock- horror B-movie 
I extravaganza and president 
of the film company, Black 
Widow Productions, is in serious 
trouble. She's been forced into a 
compromising situation by 
Cerberus, the three- headed dog 
from Hell, and is being held 
captive somewhere on her own 
studio lot. Our canine friend is 
torturing her with the kind of 
breath associated with years of 
Chappie and Pedigree Chum 
Mixer consumption - but the 
worst is yet to come. If her 
clueless boyfriend. Stud Muffin 
(aka you), can't rescue her by 
midnight we can all kiss goodbye 
to everyone's favourite vamp. 

It's no easy task, though. Stud 
wilt have to battle his way 
through three movie sets - a 
maze- 1 ike web, an old Victorian 
House, and a fog-enshrouded 
graveyard - before he can reach 
his beloved. He has magic and 
brute strength on his side, 
but you'll have to help 
him defeat more monsters 
than you r d find in your 
worst nightmares if you 
want him to succeed. 



FEELING THAT THE 
ANSWER might lie 
inside (he security 
hut, you pick up a 
handy rock, quietly 
chuck it through the 
window and force 
your way in r Inside 
there's, a nasty 
surprise, a bunch of 
keys (attached to the 
nasty surprise) and 
access to the security 
system. 
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THERE ARE A QUARTET of 
character classes ro choose 
from at the be: ginning of the 
game, each with appropriate 
statistics and skills. You can't 
;eaerate yottr own players, but 
as you'd expect from a decent 
RPG. your srat s can he 
improved with experience. 




YOU'VE BARELY 
PUT one foot in 
front oF the other 
before hlvira pops 
up Amid a cloud of 
smoke to offer you 
a welcome and 
steer you in the 
right direction, 
Fortunately, she 
doesn't make a 
habit of it. 


IF YOU HEAD straight 
for the studios you'll soon 
find yourself engaged in 
combat. There arc plenty 
of monsters., all of them 
neatly animated and all 
formidable. You have four 
combat options to choose 
from, ranging from 
Normal to Berserk, and 
you attack by clicking 
directly on the foe's most 
sensitive places. 




Liiitli\TJ THE GATES are a mo lor poo] 
and this reception area. This is effectively 
where the main part of your adventure 
begins. There are several doors here - 
straight ahead are the three studios, but 
there are also a couple of floors and a pair 
of toilets to grope around in first, 
Decisions, decisions... 


ANYONE WHO'S PLAYED Elvira, 
Mistress of the Dark will be able to 
find their way around Elvira It. The 
Seismic Activity indicator - which 
reveals approaching monsters - 
and a status display are useful 
additions, but fail to make this 
game radically different from its 
predecessor. The plot is new, but 
the game system is essentially the 
same, comprising Dungeon Master- 
style 3D (with excellent, gory 
graphics), handy inventory and controls 
displays surrounding the play area, and a 
huge number of disks (this time there are 
seven). On the whole,, the interface is 
reasonably intuitive to use: if you want to 
go somewhere you usually have a choice 
of clicking on 
the screen or on 
the cursor 
arrows. 
However, 
exploration 
sorely lacks the 
Dungeon Master 
'sideways 
movement' 
command: for example, if you want to go 
to the right you have to spin through SO 
degrees and move forward - two actions 
where one would have been more user- 
friendly. Other commands are better 
implemented: you can pick up objects by 
dragging them into your inventory with 
the mouse, and clicking on an item 
automatically brings up a menu of 
commands associated with it. Elvira il is a 
decent RPG, marred by excessive disk 
loading and swapping - there are 
occasions when the loading takes up more 
time than the action - but with plenty of 
monsters, good combat and magic 
systems, and a large landscape to explore, 
there's plenty to keep you entertained. All 
you need is patience... 


A large role 

playing 
game with 
small, but 
significant, 
design faults 


Gordon Houghton 
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He's furry, he's fast he's lost his fiancee, he's... 


TITUS 
THE FOX 

Titus 
PRICE 

£25.99 

OUT 

NOW 



TITUS !SAFOX f anda 
fairly energetic one at 
that. His life is going 
quite well - until his fiancee is 
kidnapped by some evil bandits 
while on an assignment in the 
Sahara desert in search of the 
desert fox for Fox & Locks 
magazine, Now you must take 
the rqle of Tit lis and go in 
search of your beloved one. 

This entails going through 1 5 
levels of fighting thugs, fish and 
other meanies, while collecting 
energy bonuses and secret 
codes, which allow you to skip 
onto a further level. 

As in The Blues Brothers, there 
are traps and enemies lurking 
around every corner and youll 
have to contend with rising 
platforms, secret rooms and 
impassible gaps, all of which 
require different means to pass 
them. 

You can explore all levels 
thoroughly, returning to the 
same position more than once 
(just in case you forget 
something). Make your way to 
the end of each level, simply 
by... surviving! 




TTTUS ISN'T 
ACTUALLY armed 
with anything, but 
he's got a great 
throwing arm. By 
picking up various 
items tli at are. Heft 
lying around., you 
can in turn throw 
them at the 
enemies. Some 
objects bounce back 
to you. so it's a 
good idea to hold 
onto these as long 

tLi pUi libit 1 . 


IN EVERY LEVEL 
there's a padlock 
and a lamp to be 
found (there are 
sometimes more 
than one of each). 
The padlock acts as 
a restart point and 
the lamp rewards 
you with a code 
which enables you 
to go straight to 
this point at a later 
stage. 



THE EGYPTIAN 
LE VEL is one of the 
better levels. It has 
a few handy 
gadgets, the best of 
which is the magic 
flying carpet. This 
enables: you to fly 
from a great height 
and glide safely to 
the bottom, killing a 
few of the had guys 
on the way. 



ANOTHER IS the 
bouncy hall (this 
also appears on 
other levels) which 
returni to you 
after you've 
thrown it and 
allows you to use 
it as a trampoline - 
which is useful 
when you ean't 
jump high enough 
to reach a 
platform. 
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A FART OF THE 
Egyptian level involves 
speeding around an 
array of pipes. Follow 
the numbers and you 
H-hoEj]d reatk the end 
safely. Take a wrong 
turn arid you II be 
' toiled! 


GUIDE our little friend 
at neck 'breaking speed 
through the Levels, 
avoiding meanies like 
BaJdy here. If you so 
much as touch him, 
you can say goodbye to 
an energy cell (energy 
can be replenished by 
collecting the fancy 
blocks, which are 
dotted around all over 
the place). Not every 
level Is what It Seems: 
if you pulldown on 
your joystick in front 
of some doors, you 
enter a secret room - 
keep your eyes peeled. 



SKELETONS ARE 
just one of the 
nasties in this level. 
Watch your head, 
because they 
appear from 
everywhere. Other 
things to look out 
for are tbe fire halls 
that axe spewed out 
from the fire 
beneath the bridge. 

A bit of cunning 
thinking is required 
to make tt across a 
large gap (hint; use 
the springy thing) . 




EVER BEEN to a warehouse party* Well, 
here's your chance- No, this one isn't 
illegal, but you r nc definitely not invited. 
Lh this warehouse, squiggling worms 
come in their hordes to pester you: once 
they're on the same level as you, they're 
impossible to hit, so get them when 
they're on another ledge. At the bottom 
there's a mine shaft, which has mine carts 
racing along a track; these are very tricky 
to dodge r so just throw something at 
them. 


AS SOON AS you clap your eyes on 
this, you'll immediately see the 
similarities with The Blues 
Brothers and Rick Dangerous, The 
graphical style is that of the 
former and the gameplay bears 
some resemblance to the latter. 
The main character, Titus, is 
brilliantly animated, both when 
running and when standing still 
(giving you the 'c'mon, what are 
you waiting for?' look)- Other 
sprites are equally as impressive in look 
and animation. The in-game tunes are 
great, giving a real sense of atmosphere 
which, coupled 
with the spot 
effects, make the 
overall sound 
brilliant. Despite 
the little furry 
creature's speed, 
he's easily 
controllable - and, 
if you're a real wimp you can slow him 
down. The speed does lead to some very 
tricky moments though, especially when 
you need to judge the pin-point 
positioning of a landing on a ledge. Titus 1 
biggest strength though, is in the amount 
of thought that's gone into the game's 
design. The fact that almost every object 
can be used is so many different ways, the 
sheer variety of transportation available 
to the cunning little fox and just the 
intelligent layout of each level makes the 
whole thing such a joy to play. Titus the 
fox is a very playable and fun game and is 
an excellent follow-up to the superfluous 
Blues Brothers. Titus looks set to become 
the Delphine of platform games. 


Jools Watsham 


Almost as 
good as 
The Blues 
Brothers... 
almost 
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MYTH 

SYSTEM 3 




PLAYABILITY 

OVERALL 


93°/< 


o 


On the Commodore 64 he was dressed in a T-shirt and jeans. Now he's 
bared his chest, grown his hair, and gone for the barbarian look. 
System 3's hero has grown up. 



THE BASIC IDEA in all platform games is to kill everything in sight and make it to the end of the level. Myth 
has this, and more. Within each level you're required to sort out a puzzie before you can progress onto the 
next level. For example, in level two you need to collect the Medusa's shield, so you can protect yourself 
from her evil rays in level three (other puzzles come in the shape of having to hit a skeleton's head into the flames) 

All of the levels take on different mythological eras, be they Greek, Norse or Egyptian. They also include 
characters like the Medusa and the devil himself, 

Starting your adventure in Hades, the Greek hell, you're greeted by skeletons and gargoyles, before reaching the 
Greek mainland. This leads on to the Crypts of Medusa, and then on to the three headed Hydra. Next up is the 
Norse viking ship, which brings you to the dark forest and eventually Valhalla's Castle. After this r it's Egypt. There 
you begin outside the great pyramid, and then enter it, exploring the trap infested chambers before finding King 
Tut's Tomb and Treasure Chamber Finally it's the main confrontation with Dam eron (the giant head of heads) in a 
fast scrolling shoot 'em up section. 

Simply make your way through the many levels, killing, surviving and working out all of the different puzzles, 
What could be easier? A game of crazy golf perhaps? 




WHEN YOU MEET the delectable Medusa, she's not exactly 
pleased to see you. She continually fires lethal bolts at you: deflect 
these, or face your peril, The magic shield will protect you from 
these, but you still have to get close enough to slice her head off. 


ONCE YOU'VE MANAGED to defeat the Medusa, you can use 
her head as a weapon. Firing magic bolts all over the place proves 
to be on effective means of killing enemies - especially the three 
headed Hydra, 



IN THE EGYPTIAN LEVEL little guards try to stop your progress, 
a few swipes with your sword and their heads soon come flying 
off. Make it past these and you can enter the pyramid.., 


... once inside, you have to be very careful. Numerous traps are 
set, just waiting to spring on you. Some can be seen if you look 
carefully, so you've only got yourself to blame if you get an axe 
embedded in your head. 
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IN THE DARK 
and mysterious 
woods, there's a 
Dragon waiting to 
snap your head off. 
This can't actually 
be killed. Force its 
head into an 
upright position 
and you're able to 
run past. How you 
do rhi 5 is up to 
you. 


ONCE YOU'VE MADE IT onto the 
second level, you're greeted by a 
beautiful woman. She gives you 
commands J ike 'come 1 closer'.. Follow 
these and you're rewarded with 
extra energy. Ignore these and she 
ruj iifi into a fierce bird, and bites 
your head off. Further on La the 
level, you need to get the Medusa's 
shield; this will protect you from 
being turned into stone in the 
confrontation. 


) 


ON THE 8-BIT MACHINES, Myth was 
a massive hit, winning awards and 
acclaim alike. Obviously. System 3 
has tried to emulate this on the Ifc- 
bit machines, but has it succeeded? 
Even though it's been a long time 
in development it's been worth 
the wait Myth looks like a 
standard platform game at first 
glance, but as you play through 
the levels you realise that there's a 
lot more to it, For a start the 
feeling of control over the main character 
is exceptional (even when standing still, 
you can perform more than enough 
moves to kill everything in sight, making 
it a lot easier than the usual 'turn around 
to kill' game). The animation is also very 
well done: when you run along a 
platform, for example, you really feel as 
though you're giving it your all. 
Thankfully the detail doesn't stop there 
either. 

The Great graphics, 
sS great sound, 
and great gameplay 

backdrops - ■ 

have been - great game ! 

given an 

equal amount of attention to detail, and 
they all help the overall 'feel' of the 
game- Even the sound effects are meaty 
(one example is the 'thud' when you 
punch a skeleton). "This is all a bit like 
First Samurai, isn't it?" you're probably 
crying and well, yes you'd be right. Even 
though the main sprites are smaller and less 
detailed than Mev Dinc's semi-classic (and 
even though Myth doesn't have the 
harmonious sound effects), the same feeling 
of control is generated by both games and 
the speed blur is a dead rip-off. However, 
Myth has got more than enough variety to 
make it worthwhile. He may have started 
life on the C64 as a boy, but Myth has made 
it onto the Amiga and become a man. 


Jools Watsham 
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REVIEW 


Is there room for another racing game? If it's as fast and playable as 
this is- Yes! 




VROOM 

LANKHOR 
PRICE 

£24.99 

OUT 

NOW 

GRAPHICS 


I 

SOUND I 
DURABILITY 


V 7PLAVABILITY 


OVERALL 




THERE ARE TWO TYPES of racing game: the 
simulator, which Micro Prose seems to have 
wrapped up with Grand Prix: and the arcade 
type which programming team La n Ichor has chosen 
to attempt here. 

Vroom has three main driving modes: arcade, 
racing and training. The arcade mode allows you to 
control the cars with either joystick or mouse and 
the aim is to get the overall highest score; the 


racing mode differs in that you can't use joystick 
control (which is easier by far) and the aim is simply 
to win the race. Finally, training mode allows you 
to choose any course and to practice with any 
amount of laps- to ease you Into the control 
method. 

If you get bored of thrashing the computer, you 
can link up your Amiga to your friend's and 
compete against each other - great fun? 


§ 


WHAT A Prr-Y (GROAN), you've 
run out of gas and you have to 
make a pit stop. When you manage 
to enter the pit (as slowing down in 
time tends to be slightly difficult 
when, travelling at over MM k ph; , 
pressing *T T tells, the pit attendant 
to change your tyres and '&' cells 
him to 'fill it up 1 . Then you have 
the task of getting out without 
being hit by another passing ear. 




THE RACING 
OPTION puts you 
against 15 opponents, 
all computer- 
i Ontrulled, You start in 
Japan on the Mont Fuji 
Circuit followed by 
Austria, France, U.K., 
Sweden and finally 
U S A (although the 
manual refers to these 
in a different order!). 
Apparently the circuits 
are identical to the real 
thing apart from added 
slopes, trees and 
bushes. You can choose 
between manual or 
automatic gears: with 
manual allowing use of 
six gears, 



IN TRUE FORMULA ONE STYLE, a qualifying Sap Is required before each race. You're 
placed at the front and have to make a respectable fastest lap time if you want to 
qualify with a good grid position. 

AS WITH MOST CAR 
SIMULATIONS 
there's an overhead 
map to help you out. 
This is extremely 
accurate and proves to 
be a bit of a life saver 
since you can see the 
little black dot that 
.represents your ear 
approaching hairpin 
bends. Other cars 
aren't indicated, so a 
f ew glances in the side 
minors might prove 
to be a help. 



AS WITH EVERY RACING GAME, 
Vroom's computer-controlled 
opponents are ali skilled drivers 
and able to take the sharpest of 
corners with ease. Although this is 
frustrating. It also adds a sense of 
competition and makes you more 
determined to catch up with them 
and to eventually overtake. The 
first thing that will strike you 
about Vroom is the speed - it feels 
great when you zoom away from a 
crash and go * f a -+ and 

through the gears 
at high speed. The 
surrounding 
graphics and 
cockpit are more 
than functional 
and convey a realistic feel; that along with 
the sound effects generates a sense of 
'being there'. The problem with the ST 
version was that you couldn't use the 
joystick control in the championships, and 
this took the overall mark right down. 
Luckily all Amiga owners are gifted with 
full joystick/mouse control. It's nice to see 
someone's listening out there. An easy to 
get into type of game - great! 


Jools Watsham 


Formula 
One game 


THE 
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REVIEW 


Can't get near the tables at your local arcade? Never mind: now you 
can have four of the things in your own home! Yes, you too can learn 
to play with only your sense of smell 


PIN BALL 
DREAMS 

21 ST CENTUR Y 
ENTERTAINMENT 

PRICE 

£25,99 

OUT 

NOW 



PLAY ABILITY 


-J —I _l «J -/__/- _\ I I 


W p E ALL KNOW the names DEF, TAK r BTB 
and that welt-known favourite AAA. 
They're all the guys that you'll find on 
the high-score tables of virtually every pin ball 
machine from So ho down to Brighton. But how do 
they manage to get their initials alongside scores 
that you wouldn't have thought were physically 
possible? Practice, my boy, practice. Unfortunately, 
not everyone can afford to have a full-size pinball 
table in their homes and the little Fisher-Price sets 
are just too embarrassing to be caught in 
possession of .Thankfully, pinball games are a dime 
a dozen on computers; it's just that most of them 
aren't much cop. 21st Century Entertainment 
however, has changed all that. Read on to find out 
how you can transform yourself from an 
unpopular geek to an ultra-cool pinball wizard,.. 



STEEL WHEEL is a 
tale of cowboys, 
Indians and 
railroads, As far as 
bonuses are 
concerned,, it's 
almost as complex 
as Railroad Tycoon/. 
Thankfully, it's a 
lot easier to play. 

BEAT BOX puts 
you right in the 
heart of the music 
biz. Climb the 
charts, go on fours 
and make pop 
videos, all for 
massive points, of 
course. 


The Ignition table 
is the easiest of the 
four on offer. 
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THE FOURTH [and mast 
difficult) of the tables is 
Nightmare, Activating 
certain bonuses adds an 
bout to the central clock. 
When, h reaches midnight 
you get a nice Fat jackpot. 


I DON'T LIKE PINBALL. I've never 
liked pinball, ever since I saw my 
f irst table in my local arcade. So 
why has Pinball Dreams got me 
throwing people off the Amiga, so 
1 can flip the flippers and light the 
lights at every available 
opportunity ? Beats me. What I do 
know is that It's an excellent 
pinball simulation. It's classy, 
professional and beautifully 
presented. From the superb 
musical scores that play throughout the 
game to the sheer speed with which 
everything moves, it's just such a slick 
piece of programming. That said, it is just 
pinball. Regular Tommys who can notch 
up a couple of million by merely twitching 
their eyebrows will no doubt never tire of 
the product hut for the average Joe, the 
four tables might seem a littie limiting,, 
with most of the features appearing on all 
of them. Rut this leads me back to my 
initial statement. Why does it have me - a 
self-confessed average Joe - gnawing at 
my desk with eagerness to get back and 
play it some more? It's probably 
something to m _ . . . 

Very slick 
and 


professional 
pinball 
simulator 


do with the 
'coolness 
factor'. Most 
people are put 
off playing 
pinball tables 
because they're 
no good. 

There's nothing more embarrassing than 
strolling up to the local Son Of Mega 
Monster Meets Death Hurdlers Brother 
Two table and amassing a mighty 20,000 
points while the guy next to you has got 
crowds of girls around him as he passes 
his fifth 20 million in 10 minutes. Having 
four well designed tables in your own 
home ain't such a bad thing, especially 
when they're all as playable as these. This 
is a surprising game, providing well 
produced and highly addictive 
entertainment. At last you have a chance 
to practice the real thing in the privacy of 
your own home, where the only person 
who'll know how bad you are is yourself. 


Paul Presley 


I HI OKI APRII l 'I').- 


59 


Ever wanted to experience the thrills of executing a perfect 
three-point turn? Or the sheer excitement that goes with stopping on 
a hill without reversing? Tengen's 'realistic' driving coin-op allows you 
to do just that! 


RACE 
DRIVIN' 

DOMARK 



W 1 E ALL REMEMBER Hard Driving don't we? 
I've many fond memories of standing 
around the coin-oft watching the 
steering wheel, pedals and gear stick moving of 
their own accord. The game wasn't bad either, 
although it was extremely tricky for non-drivers like 
myself and I'd often spend the majority of the game 
falling off hills and smashing Into trucks coming the 
other way. 

Race Drivin' was just the same, only bigger... and 
harder. More hills to fall off, more trucks to smash 
into and even more ridiculous stunts to perform 
(such as the loop with gaps and the gravity-defying 
corkscrew). 

Race Drivin' (The Conversion) contains all of the 
coin-ops features (barring the steering wheel, 
pedals and gears of course), including the new 
Super Stunt and the Autocross tracks and three new 
cars to smash beyond recognition. There's even a 
two-player link-up option, so that your Race Drivin' 
owning buddies can bring their machine around to 
your home (or vice versa}, join up with a connector 
cable and race around the tracks together, ride over 
the loops together and plough into the roadside 
cows together. 



THE ORIGINAL Stunt and Speed 
tracks are on offer and have all the 
features from the original Hard 
Drivin' . You can opt For the less 
hazardous Speed track and just aim to 
get around as fast as possible without 
crashing, or the Stunt track in which 
you get to take on the raised bridge, 
the dreaded loop and the 45 curve. 



SUPER 
STUNT 
TRACK 


THE NEW BIG track is the Super Stunt course. 
Featuring all manner of nightmarish inventions 
(such as the corkscrew, the hump-hacked 
bridge- - something akin ta a fairground roller 
coaster - the tunnel of death and loads of jump:* 
and humps), you're going to be hard pushed 
just to stay alive, let alone complete a lap? 
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ALL THE USUAL car simulation features are here, from the 
dashboard with speedo. rev counter, fuel gauges and gear 
indicator., to the usual three-dimensional cars, houses, road signs 
and cows . 



ONE OF THE MORE familiar obstacles {familiar, thai is, to Hard 
Drivin' aficionados) is the raised-platform bridge. It's fairly 
simple to negotiate, just build up enough speed, hit the ramp and 
let 'er fly. Of course r if you're going too fast, you may end up 

landing at a rather fatal angle. 



WHENEVER YOU 
crash, you're treated 
to a brief glimpse of 
your final moments 
from outside the car. 
Watch as you plough 
into the 
mountainside or fall 
from the very top of 
the loop as gravity 
deems you're not 
going fast enough 
and decides to lend a 
hand. 




EACH COURSE 
has a number of 
checkpoint s to pass 
through. These 
grant you extra 
time to complete 
the rest of the 
track and it can be 
maddeningly 
frustrating to run 
out of time just in 
front of the line. 


The most feared 

stunt in the entire 
game is the 
corkscrew. This little 
terror sees your ear 
hurtling t1uou£li 72 (.1 
{or more likely 
hurtling towards the 
ground) and is half 
the width of a 
normal loop, What's 
worse, you can t 
drive around it 
either 





I 



. ^^^^ 

I I ^- 






RACE DRIVIN' had one major 
obstacle standing in its path 
before work had even begun on 
the conversion of Tengen's classic 
coin-op. The whole basis for the 
cabinet was that RD was as close 
to real driving as you'd get in an 
arcade, from controls to 
presentation. How you can 
adequately convert such a 
technical monstrosity to a humble 
home computer is an extremely 
tricky problem. Domark appears to have 
answered it by going for the basic 
payability of the machine-based game 
and adding all the frills on top until it ran 
out of room. The result is a surprisingly 
playable conversion. It's not without its 
drawbacks though. The 3D, although 
hardly terrible, isn't nearly as good as you 
would have thought it could be, especially 
when you consider the technical 
achievements of the coin-op on which it r s 
based. Okay, a humble 16-bit is hardly a 
coin-op, but there have been other 3D 
games that have _ _ 

Not as 
technically 
impressive 
as It could 
have been, 
but still very 
playable 


had far more 
convincing (and 
solid) 

filled-vector 
graphics. This 
sacrifice of detail 
does mean one 
thing, though: it 
moves like a 
rocket {or a very 
fast sports car at 
any rate). Even with all the background 
detail on, it's fast and once you find the 
sensitivity setting that best suits you, you 
can really fly round some of the courses. 
The controls are a little tricky to get used 
to (especially with a mouse), but if you 
remember that this Isn't lotus 2 or Outrun 
but a realistic driving game, you'll soon 
get the hang of 'swinging the wheel' from 
left to right and straightening out as you 
come off a curve. It's the speed that saves 
Race Drivin' from driving you round the 
bend with irritation (pun fully intended). 
Trying to master the controls while 
maintaining enough speed to keep 
playing is a sufficient challenge for most 
computerised driving fans and since Race 
Drivin r incorporates all the original tracks 
and features from Hard Drivin', you 1 re 
essentially getting two games for the 
price of one. Which is pretty good value 
ali round. 


Paul Presley 
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1ST GET 
NOW! 

th St ea 


IT SOi 
irth Buyi 


If you're strapped for cash and you need a game to 
while away those early morning hours, this is the 
place for you... 

MDEIJUHF 

16 Blitz Tronix £9.99 

GOLDEN AXE 
(90%, 

ISSUE 2 /must 
have been the best 
coin-op conversion of its 
time (and probably still is). 
The evil fiend Death-Adder has 
conquered Yuria and killed most of 
its people. As if that wasn't 
enough, he's now kidnapped the 
King and Princess and is holding 
them in hit; castle. To add to 
Yuria's troubles, he's pinched the 
Golden Axe, which is the land's 
magical mascot. He's vowed to kill 
the King and Frincess and smash 
the Golden Axe if the remaining 
inhabitants of Yuria don't bow 

uown to him. There's no one left to help them, except you and your merry band of men... and 
one woman. 

Golden Axe is basically a revamped slash 'em up. Move from left to right disposing of countless 
enemies, collecting power-ups on the way. You can take control of either Gilius 

Ibundeihead, the axe wielder, Ax-Bat tier, the sword swiping hero or Tyris-Flare. 
the sexy sword s wisher. Each has his own 'super swipe' which gives a mighty 
thwack to the receiver. If that's not enough, you can use your special weapon 
which is a kind of smart bomb: the more weapon -ups you collect the stronger 
the weapon becomes. 

To judge Golden Axe by its appearance and overall presentation, simply look 
at the coin-op. It's a dead-spit of its big brother, in sound, graphics and 
payability. Basically, you can't go wrong with this buy. Buy! 




GET IT 
tMETII 
(Worth 
Sorrowing 


GET IT, IF YOU 

WANT! 
(Worth a sm« 
peek) 


DON'T GET 
(Worth le; 


DEFLEKTOR 

Pocket Power £2.99 

DEFLEKTOR HAS TO BE one of the strangest games I have ever seen. The idea 
behind the game is to aim the laser beam around the screen, zapping the balls and 
eventually projecting it into the exit, 

Easy 4- No, not really, because there are little gremlins in the works that are 
determined to stop you in your quest. You must never project the light onto itself 
by hitting a wall or one of the mirrors you use to direct the beam around the 
screen: this will cause the system to overload, so you have to start all over again. 

When you've managed to complete 
a screen you move onto the next, As 
you progress through the screens, 
they get increasingly harder, with 
extra gremlins and trickier paths to 
manoeuvre the beam around. 

It's very hard to mark a game like 
this on graphics, as there's a limit to 
what you can do with twiddling 
mirrors and laser beams. 

Having said that, though, the 
music is quite jolly and features 
some nice sampled speech, which 
manages to add a real computerised" 
feel to it all. As puzzle games go, 
Obuljtitj*^. V/Qgg I (jJL I 5 J^WJ ~A \ Deflator isn't bad at all. although 

I ■nnn - r ^ | i ^wEtS^^ J ¥ ou might find that it does get a tad 

difficult in later stages. 






16 Blitz Tronix £9.99 


PROBABLY THE MOST outrageous 'adult comic' became the most outrageous 
computer game and has Finally r^een re-released on bulging budget form. Lummy I 
Way aye mun, and all northern things chat. With Viz - The Computer Game (68% r 
Issue 32) you get to choose between johnny Fartpants, Buster Gonad or Biffa 
Bacon, Once youVe chosen the character that suits you the most, you have a little 
limbering up to do, Johnny exercises his rear flaps by farting his way up the flatulence 
scale. Buster uses his unfeasibly large testicles to squash dough and Biffa either 
smashes bricks or downs as many pints as possible. Once that's all over with, it's onto 
the race where our man on the telly r Roger Melly is commentating. Make your way 

through the obstacle course pushing and 
shoving your way past the other two. 
Tree stumps and holes are just a few of 
the things that lay ahead. 

The look of Viz has been captured 
brilliantlyj although the same isn't true of 
the language (thankfully). Having said 
that, though, it's not much of a game: the 
programmers seem to have relied solely on 
the license and not on game- play, Which 
is a shame really - this title could have 
provided hours of rip-roaring fun. 


OTHER RELEASES 

SHADOW WARRIORS 

£7,99 (The Hit Squad) 

NAVY MOVES 

£7.99 {The Hit Squad) 




CARTOON COLLECTION 


£24.99 (Code Masters) 


BEYOND THE ICE PALACE 


Pocket Power £2.99 

THINK OF A IAND, Far away and full of mystical creatures, 
You're now entering,,. Beyond The Ice Palace. This place could 
have been a dream, but there's one slight problem; good and 
evil don't get on at ail (what a surprise), The nasty evil forces 
have taken it upon themselves to be extra devilish this month. 
They killed innocent woodcutters and burnt down their 
houses with their families still in them (at least that'll stop all 
the trees being cut down for no reason thanks chaps!). The 
good people are beginning to see that everything isn't what it 
was and have decided to appoint one person to sort it out, 
They fire a magical arrow up into the air, and the person who 
retrieves it will find himself in a weird and mystical adventure 

Yeah, you guessed it. you're the idiot that picked up the 
arrow, and now you're going to pay for it. Helping you on your 
quest are a couple of spirits that cause quite a bit of damage to 

PUFFY'S SAGA 



the evil minions that prowl the forest. Simply 
make your way through the fantasy worlds trying to survive, 
while picking up various energy replenishes and extra 
bonuses. When you first start playing Beyond The Ice Falace, 
you would think ynu're relaying on a C64. The graphics look as 
though they're a straight port. The music and payability both 

match the 


OOOOOO 



standard of 
graphics and all 
in all produce a 
completely 
unplayable and 
unjoyful game. 
Don't get it - 
unless you 
want a good 
laugh [ 


Hit Squad £7,99 
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Hoorah! Puffy's back. You all remember our fluffy friend. He appeared on 
our cover disk many issues ago. and now he's bouncing back with a 
vengeance. Pttffy's Saga (69%, Issue four) needs you to guide him (or the 
girlie version, named Puffin) around the Gauntlet -type mazes. On the way 
you'll encounter fire-breathing dragons and blood-sucking blobs, to name 
but a few of the adversaries. The aim of the game is very simple: make your 
way through the levels, collecting keys, opening doors and generally 
looking after yourself. 

Puffy' s saga was obviously modelled on Gauntlet, and it 
bears a lot of visual similarities. The main difference is the 
cute sound effects such as 'Yeurn!' and Tuffy, you will 
die!', which add a great sense of fun. Although it looks 
good and sounds good, it plays quite tediously. Simply 
plodding around a maze, getting lost and resetting your 
computer in frustration isn't my idea of fun. 




It's got to be the ultimate fantasy for every joystick jockey! Rik Haynes, unleashed 
on the loud and dazzling amusements of this year's ATE1 show in London, brings you 
a sneak peek of the best stuff there. ... 


Commander - Rediffitsion 


The Addams Family - 
Williams Bally Midway 


THEY'RE CRLT.PY. spooky and ready to accept your cash in large 
doses. Joining the new pinball renaissance. The Addams Family 
Is the newest creation from the company thai made it all possible. 
Williams Bally Midway introduced the first pinball ^arrn: 10 fcuiun- 
a tttf mechanism back in 19^2 and has constantly striven to bring 
Innovation to this enduring pastime. From the award winning 
designers of Funhouse, The Addams Family has a full musical 
score that will have pinball -crazy punters snapping their fingers 
for more. There's also sampled speech from Raul Julia and 
Anjelica Huston who played Gomez and Morticia in the popular 
movie. 

Meanwhile, rival pinball wizard. Data East, was showing its 
interpretation of another big budget movie currently doing the 
rounds in the popcorn palaces, or, to put it another way, 
multiplex cinemas of this world. Woo* has arrived just in time for 
the film's release next month. 



AFTER MUCH SPECULATION AND RUMOUR, RedtfFuslOfl 
Simulation finally unveiled a fancy arcade machine, 
based on technology normally reserved for military 
simulators. And this one can fit into any backstreet 
arcade in the country. Commander is possibly the 
greatest model in the style of dizzy hydraulic machines 
much loved by Sega. Looking like one of those futuristic 
'people carriers' from Japan, this fully enclosed capsule 
could provide the ride of your life. 

RediFFuslon Simulation reckons the high-resolution 3D 
computer graphics and CD-quality stereo sound are way 
ahead oF anything else currently available to the public, 
Its most unusual feature is the ability to simultaneously 
satisfy two players at the same time. Using a sensor buili 
into the seat, the software will automatically adapt to 
suit a single or double-player game. In an air combat 
simulation, for instance, one person would fly the plane 
while the other took care of the weapons systems. 



Battle of the Solar System - Jaleco 


JALECO IS BRINGING THE THRILL of giant robot warfare 
to these shores, with a second arcade license from 
MicroProse. Following widespread criticism about the 
complexity of the arcade incarnation of F15 Strike Eagle, 
this release has far fewer controls and more immediate 
aims to contend with. It's really just an excuse for a 
shoot 'em-up with fancy 3D graphics and thumping sound 
effects. 

Fans of the Battietech saga will love the cast of 
forbidding warrior droids, although what they'll make of 
the surreal backdrops is another matter. A Battle Zone 
for the Vjos has finally arrived- 



Guardians of the 'hood - Atari 


USING THE IMPRESSIVE digitised graphics technique 
first seen in Pit Fighter, Guardians of the Hood is 
another cocktail of martial arts crime fighting from Atari 
Games. The story is a familiar one: Dreads and Shavers, 
a bunch of strangely named gangs, have taken over your 
neighbourhood, and the scene is set for another romp of 
grab and bash over a series of horizontally-scrolling 
screens depicting everyday life on the streets of New 
York, A maximum of three players can take part and 
there's a choice of four heroes, each with individual 
rough em-up skills and experience, plus a chance to 
control three gang bosses once they've been beaten into 
submission and converted to your side. Anything lying 
around, such as dustbins and parking metres, can be 
picked up and used to defeat your enemy. Every 
character has been created from videos of Live actors 
going through their moves and falls. As a result, the 
images are far more realistic than other games in this 
genre. 




BEST OF THE REST 


Thunderblaster - Irem 


THIS [REM EFFORT Is in the classic tradition of 
fast blasts and some tasty power-ups. The 
kids should be quiet for a few minutes as they're 
hypnotised by the myriad of colourful sprite 
attack patterns pouring down the screen. The 
designers of Thunderblaster have been working 
overtime on the seven hypergraphic' battlefields 
waiting to be explored. 



TAKING SOME time off From producing besi 
selling Nintendo games, Rare has brought the 
really popular part of tabloid newspapers to the 
video screen. The Idea is to simply mark the spot 
where you think the football might be In a series 
of digitised scenes from various soccer matches. 
Instant prizes are awarded for players with a 
keen eye and magic touch. 


Who shot Johnny Rock? - Atari 


I DIDN'T MUCH enjoy this sequel to the Mad Dog 
McCree laserdisc western. Another target 
shooting game using an Amiga, Sony Laserdisc, 
Pioneer 45 -inch rear projection TV and infrared 
pistol Who Shot Johnny Rock? is a gangster story 
from Atari Games Ireland and American Laser 
Games In New Mexico, USA. 


Grand Prix star - Jaleco 


5 JAPANESE VIDEO game developers and 
layers are fascinated by racing simulations, 
it's only natural that the next production from 
Jaleco should be of this type. Grand Prix Star 
boasts the usual assortment of goodies such as a 
shaking steering wheel, three Tormula One tracks 
bom around the world and changing driving 
conditions. It even allows up to four player 
competition using a direct cable link between 
each console. 


Spaceball - Jaleco 


AND FINALLY. LADIES AND GENTLEMAN, we 
have the best novelty act currently on offer. 
The next time you enter a nightclub, ice rink, 
bowling alley or shopping centre, you could be 
confronted by the gut-wrenching Sp&celjai! from 
G-Force. This is a leisure ride which is loosely 
based on some of the equipment used by NASA to 
train astronauts. Just climb inside the mobile 
rings and sec how long yo u can spin around 
bef ore the thought or that greasy bacon 
sandwich eaten at lunchtime seems all too much 
and you throw up] 
I I ■ ' ■ " : - : I 
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You don't have to be Einstein to get 
the most out of your Amiga with... 




CU Amiga offers you 
easy access to all the 
possibilities that your 
Amiga holds. Packed 
with a breadth of 
coverage beyond 
games, CU Amiga 
delivers - 

»The ultimate 
peripheral coverage . 
Extensive, clear 
guidelines on 
what's available, how 
you can use it and 
what's best to buy 

Unsurpassed 
hardware coverage, 
CU Amiga was the 
first magazine to 
regularly feature 
CDTV. 

•The best buyers guide. 
At least 33 pages 
packed each month 
with all the informa- 
tion about what's best 


•60 non entertainment 
products put under 
the microscope each 
month 

11)0+ games reviewed 
every month. 

Beyond games with... 

AMIGA 



one 

DEMOS 


1 


If you're in a dilemma about which demo to buy, shuffle on 
down to this month's PD section. It could change your life 
(but probably won't). 



WE'VE HAD HUGE NUMBERS of disks flying through The One s letter box this month. Most of 
them don't even approach the kind of standards that discerning readers like yourselves 
demand, so we've selected the choicest and most tender demos and games from the whole 
crop just for you. As well as the off-the-wall Pick of the Month, we've got a barrel full of 
ageing classics' (does anyone out there remember Missile Command and Gravrtar?), ihe kind 
of psychedelia that blows your socks off and takes your feet with them, and one of the best 
music demos for some time. So, sit back, relax, and enjoy the ride. 


PICK OF THE MONTH 
RAY-TRACED DREAMS 

This is a collection of seven surreal ray- 
traced pics from French programmers, End 
Of The Century 1999 (17-Bit disk 1605). They 
are all high quality efforts (even if some are 
a bit lifeless), and show just what your 
Amiga can achieve — it's the kind of demo 
you can stick on the machine and leave 
running when friends come round. You've 
probably already seen the ray-traced rabbit 
skier on this page, but the six others on the 
disk arc equally strange. They include a still- 
life egg, spoon and salt cellar, a weird bird- 
cum-jet, a $os-style kitchen, a catamaran 
and a completely hatstand road warning sign 
mounted on what looks like a futuristic car 
park. All this and a crazy soundtrack, too. 
Gibber, gibber,.. 


END OF THE CENTURY 1999 '* 
Rabbit Skier is typical of their 
Ray Traced Dreams collection: 
surreal, lifeless, and good to stow 
off to your mates. 




ALL YOU NEED fo make the party 
complete'- psychedelia from Symbiosis. 



THIS. IS JUST part of Razor ion's Voyage 
Demo — you also get a lengthy musical 
track and a cute animated block-man, 


MORE DEMOS 

17-Bit has a couple of other quality demos 
this month, on disks 1603 and 1604. (603 
gives you a whole monitor full of stomach- 
churning psychedelia sequences from 
Symbiosis. It includes some pretty 
unprofessional ray-traced balls (knocked 
together, as the programmers admit, In three 
weeks) and a very long wait before the main 
event — hut the finished result is well worth 
the wait. 1604 is a contribution from Razor 
1911 to a demos competition in Aars, 
Denmark is known as Voyage and features a 
few 3D polygon spacecraft and robots, some 
neat variations on the parallax/rotational 
starfield effect, a cute, superbly-animated 
block-man, and plenty of music, 

A MUSICAL INTERLUDE 

While we're on the subject of music. Virus 
Free PD has die TEF Ci^a Mix (disks 2.121 A 
and B). It features over ]fl minutes of non- 
stop music on two disks, with some of the 
clearest speech you'll hear on your Amiga. 
And that's all there Is to it: anyone who 
wants to listen to the kind of slammin' 
baselines their machine is capable of should 
check it out. 

AND NOW THE GAMES, „ 

We've had a mixed bag of games this month, 
with a pair of nifty efforts rifled into the old 
onion bag by Virus Free PD and Software 


Expressions, and a couple of disastrous own 
goals that would disgrace any Amiga 
anywhere at any time. 

Virus Free disk 2113 contains Crazy Pipes, a 
game that plays so much like Pipemania that 
it could be its twin brother, except that it 
doesn't look all that much like the classic 
puzzle yame. The object is to plonk a group 
of pipe pieces onto a grid to form one long, 
continuous pipe through which water can 
flow. You have a time limit before the water 
actually does begin to flow, after which it's a 
frantic scramble to put down the right pieces 
in the right place at the right time. It's not 
the best version of the game around (the 
full-priced original is), but it should keep you 
bashing your monitor in disgust and 
frustration for many an hour. 

Meanwhile, Software Expressions is 
determined not to be left out in the games 
compilation stakes; they've just released 
their Games Galore volume 8 collection <disk 
G127). This hunch of goodies includes some 
of the best of the classics of yesteryear. 
Including Missile Command (even, without 
the three missile-base firing system It's 
nerve-wracking until your last city is nuked), 
Space Wars (a Gravitar clone with more 
options than you could ever need), Cave- 
Runner (a Boulderdash lookalike) and 
Colossal Cave. Also included is Tripppin, one 
of the weirdest puzzlers you're ever likely to 
encounter, and Spades, a basic card game. 
None of these cow Id stand on their own a$ 
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PD releases, but as a compilation they're 
well worth checking out. 

Also worthy of attention for nostalgia 
freaks is Software Expression's disk 151, a 
humble lale of life at school Do you yearn 
for the heady days of text-only adventures, 
with parsers limited to single commands, 
and crudely-typed and badly written text? 
Then this AMOS game is for you. 

However, the mason's handshake for the 
oddest release of the month has to go to 
Add ware's prize game, Airmania. Promising 
you a free air trip round the world if you 
can finish it arid complete a simple 
tiebreaker, it's one of a range of similar 
prize games with which Add ware intends to 
take Europe by storm. 

Unfortunately, It's also a huge turkey: If 
you tan stop laughing at the main 
character, you soon find out how unoriginal 
and basic the gameplay is. The aim Is to 
catch a flight at Pi-Land International 
Airport by completing thr^c levels within 
half an hour - and yes. it is as dull as it 
sounds... 
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ALMOST 20 MINUTES of non-stop music on 
two disks: TEF's Giga Mix. 

THEY DONT MAKE 
%wnes like this 
ajty more. Nor 
should tltey; it 
tempts you with a 
free trip around 
the world, then 
makes sure the 
action in so duif 
that you don't 
want to play if. 
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VIRUS FREES Crazy Pipes: a Pipemania 
play-a-Iike that's not half bad. 



NOW THAT the Cofef War is over, we can 
all set back to enjoying the simple, 
harmless fun offered by Missile Command, 
on Software Expressions* Games Galore 
Volume & disk. 


SPACE WARS looks and plays like that 
grey-haired coin-op, Gravitar — and it's 
just one of a six-game compilation from 
Software Expressions, 
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WHERE TO GET THEM 

The games and demos mentioned above 
can be bought from the Following 
libraries. Some supply disks considerably 
cheaper than others, so it's worth 
shopping around. Regular users of 17 Bit 
Software's library should note their new 
address. 

17 BIT SOFTWARE: 

1st Floor Offices, 2/8 Market Street 

Wakefield, WFi iDH TeL (0924) 566982. 

SOFTWARf EXPRESSION 
Hebron Mouse, Sion Road. Bedminster, 
Bristol. BS3 3BD. Tel: (0272) 6376 J4- Oisks 
El each « 70P UK postage. 

VIRUS FREE PD: 

23, El borough Road, Moredon, Swindon, 
Wiltshire, SN2 2lS. TeF (0793) 512121. 


DIAL * A * GAME 





SEND NO 
MONEY 
NO CREDIT 
CARDS 

HUNDREDS 
OF GAMES 
IN STOCK 

POST NO 
LETTERS 
INSTANT 
SERVICE 





ALL GAMES ORDERED ARE DELIVERED TO YOUR 
DOOR, CASH ON DELIVERY WHEN SAFELY RECEIVED! 

PHONE: 081 769 9568 

Normal Phone Rates 
Open Early until Late, 7 days a week 



USE VOUR 

VOICE 

TO 

OUTDRAW 

THE 
GUN FIGHTER 



* 

DEAD 

kOR *• WIN BIG 
ALWe CASH PRIZES 


0898 

313590 


If you ae under 1 & y&Ofs of Dteose obldn p& "nisaon cf whoevef pays the phone bM 
NFOWAL PG6ox 34 IS1 4TN Cal chjges J6p Per Mn Cheap 48p Per Mm AH Other Tiroes 


TREASURE 
ISLAND c 
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0898 

313564 


Could You 

Improve 
this 



Ta Advertise Call 

□71 S51 B222 
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AMIGA REPAIRS 

JUST £44.95 inc. 


* Commodore registered repair centre 

* Over 10 years experience with Commodore computers 

* 20 qualified technician engineers at your disposal 

* We will undertake to repair your Amiga 500 computer for just £44.95 including 
parts., labour, VAT and post &. packing 

it Some computers can be repaired within 24 hours of booking in 
it Prices include full service check, overhaul, soak-test and replacement of power 
supply unit if necessary 

* Repairs to keyboard and disk drive also included (£25 extra if these units are 
unrepairable and require complete replacements) 

* All repairs covered by a 90 day warranty 


Upgrade your Amiga from 51 2 K to 1Mb of memory for just £25.00 

SPECIAL EXCLUSIVE OFFER: 

If you submit your computer to ourselves for repair, enclosing 
this advert along with just an additional £25, we will supply and fit 
a 51 2K memory expansion at no extra cost. 



How to take advantage of this exceptional offer: simply send or hand 
deliver your machine to the workshop address detailed right, enclosing 
payment and this advert and we will do the rest. (If possible please 
include a daytime telephone number and fault description). 
* If you require 24 hour courier to your door, please add £5 else your 
computer will be sent hack by contract parcel post. 


WTS ELECTRONICS LTD 

STUDIO MASTER HOUSE 

CHAUL END LANE 
LUTON, REDS, LU4 8EZ 
Telephone (0582) 491949 - (4 lines) 

WTS reserve ihu i hj rt* lu.se machines, thai in our opinion ire tampered with, u> an uxitmi 

beyond reasonable repair 



Time once again for another fish-slice of action 
with the metallic mussel. Millennium take you 
through the remaining levels of James Pond 2, 
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And now the end is near. 
And so I face the final 
curtain. We've come to the 
end of an era, my friends. I 
write these words with a 
slight tear in my eye: for 
the past year, you people 
have been my life, Fve put 
my all into bringing you 
tips such as the Kick Off 
Soccer School, the famous 
Silent Service 2 tips (which 
have been nominated for 
an award, Fll have you 
know) and the infamous 
Blues Brothers maps. But 
no more, Fm leaving The 
One for pastures new and 
the Tips section will take 
on a new form, a new 
guise, be under new 
management so to speak. 
So, to all of you I say 
goodbye. Be kind to 
whoever takes over, it's a 
tough job but you were all 
so kind to me. Thank you. 



BRIAN NESBITT 


THE MECHANICAL 
TOYS LEVEL 
After-level bonuses can be found at the 
top middle of the main building. 

World One 
Theme; Not Much 
Exits; World Two 

Use the enemies to bounce up to the 
head-blocks and bonuses. 

World Two 

Theme: Runaway Train 

Exits: World Three 

This is the first constantly scrolling 

section. There are only a few enemies. 

To complete it, just avoid being 

trapped. 

World Three 
Theme; Girders 

Exits; Bonus Room One and World 
Four 

Quite a difficult section. Near the 
middle of the world are three red 
jumping enemies. Above the middle 
one is a hole in the roof. Bounce on 
the middle jumper to hit the hole - this 
leads to Bonus World One. After the 
bonus section you'll return to this point. 

BONUS WORLD ONE 
Exits; World Three 

Bounce on die enemies to go up. This 
is a little difficult to achieve, but it's 
worth it. At the top is a complete 
fill-up of lives and batteries. 
Remember, on leaving this section 
through the hole in the floor, you'll 
drop back into World Three where 
you left it - above an enemy and a 
hole in the floor - bo be prepared. 


World Four 

Theme: Inside Something Mechanical 
Exits: World Five 
This is quite a complicated world. 
From the start, walk right and enter the 
small cavern above. Walk through the 
right-hand wall of this cavern for some 
bonuses. Retract your steps, then 
continue to walk right. Collect the bells 
from the next small cavern you drop 
into. The next cavern (in the roof) 
contains two penguin bonuses. Walk 
nasi these into the left-hand wall for a 
hidden extra life. Continue along the 
tunnels until you reach the central 
junction. There are four tunnels from 
this junction, the top left is where you 
came from and is finished with. The 
top right one appears to go nowhere - 
there's nothing up mere for you. Walk 
down the bottom right tunnel (slowly) 
towards the wall. Walk into the wall, 
which will throw you into a new room. 
The obvious exit from this room is into 
the wall on the left which leads you 
back to the central junction. Instead of 
the obvious route, it's possible to walk 
through the right hand win I into a 
narrow tunnel. There are some 
bonuses up there and you still end up 
a little way back from central junction. 

There are two things you must do 
from the central junction. First take the 
bottom left tunnel to collect the 
penguins and secondly, run down the 
bottom right tunnel at speed to crash 
through the wall - the exit pole is this 
way. When you go dowTi the bottom 
left tunnel, you will come to a long 
drop on the left side of the screen, with 
an elevator at the bottom. There are 
several rooms on the right of this lift 
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shaft There is a penguin in each 
of these rooms. When you've 
dealt with them alL drop onto the 
elevator platform and, as you 
rise, jump into the first snicket in 
the wall and wait until the 
elevator has gone by. Next, drop 
down the shaft before it 
re-initialises at the bottom. Walk 
right. You may walk into the 
'elevator wall* to get back to 
central junction (having collected 
all the penguins^ or walk up the 
slopes and come running down to 
crash through the wall and into 
the sealed bonus rooms, It's your 
choice - the top room is more 
difficult (jumping on the bird) but 
has better bonuses. When you 
have collected all the penguins, 
run down the bottom right tunnel 
from central junction to crash 
through the wall. Walk right, 
collect the umbrellas and drop 
down into the bonus room. 
Collect all you can, stand on the 
up arrows and extend to rhe exit 
pole. Phew! 

World Five 
Themes Roller Coaster 
Exits: Bonus W r orlds Two and 
Three and World Six 
There appears to bu very little in 
this world except curvy tunnels to 
have fun running around in. At 
the bottom of every curve there is 
a hole in the roof containing 
something nice. The first two lead 
to Bonus W r orlds Two and Three 
and the next three are coins, lives 
and batteries. To the right of the 
exit pole is an extra tunnel. To hit 
it, run from halfway down the 
last slope. If you manage to get 
into the extra tunnel, at the very 
right hand end of the world arc 
200,000 points, hiding in the 
rem |". 

BONUS WORLD 
TWO 

Exits: World Five 

BONUS WORLD 

THREE 

Exits: World Five 

World Six 
Theme: Train Tunnels 
Exits; Tower Screen 
Travel right from the start point, 
up the incline and knock a train 
out of the head-block. Jump on it 
to reach the tunnel, top left. In 
here you can get your car and 
totally zap this section. Also, in 
the small room, there are two 
extra lives hidden in the higher 


side walls. At the top of the 
second slope from the starting 
point there is a room below you 
which you cannot enter. Go to the 
bottom right of the section and 
jump on the plunger - this will 
open the door for you (kill all the 
enemies with the car before 
entering because you'll lose it 
here). 

THE CLASSIC 
BOARD GAMES 
LEVEL 

World One 
Theme: None 

Exits: World One, Bonus World 
Onc^ World Two 
A straightforward, fairly easy 
suction. Then: are four exit poles 
at the end, numbered 1 to 4 from 
top to bottom. Pole 1 returns you 
to this world again. Poles 2 and 3 
take you to World Two. Pole 4 
takes you to Bonus World One. 

About two screens from the start 
there are some head-blocks 
hidden in the floor. Don't kill the 
second and third birds as there 
are some head blocks above 
them. Hit the blocks to knock two 
batteries out, you'll then need to 
jump on the back of the birds to 
reach them. 

BONUS WORLD 

Exits: Bonus World Two 
You have a choice to go left or 
right from your starting point, you 
can't go both ways. To the right 
there are three bad head-blocks 
(containing poison), to the left 
there are three good head-blocks 
(with extra lives). There are also 
two exit poles, both of which take 
you to Bonus World Two, 

BONUS WORLD 
TWO 

Exits: World Two 
This section appears identical to 
the last world (Bonus World 
One). The good and bad sides 
are now reversed. Both the exit 
poles take you to World Two. 

N,B. Bonus Worlds One and 
Two are designed to confuse the 
player. It appears that Bonus 
World One is re-entered - 
possibly due to the choice of exit 
pole. It may also appear that both 
sides offer good bonuses or both 
offer bad bonuses. The skilful 
player should learn to go to the 
left the first time and right the 
second. There is a clue in that the 
two normal bonuses at the top 
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change positions the second lime 
round. 

World Two 

Theme: Dominoes and Playing 

Cards 

Exits: Bonus World Three arid 
World Three 

The basic section starts with 
domino caverns, progressing, to 
playing cards and ending with 
more dominoes, From Lhc start, a 
penguin can he seen in eaeh 
cavern and must be collected. 
Towards the end. the eaverns 
appear again, one of which 
contains a penguin (as at the 
start),, one contains nothing and 
the last one has the exit pole (to 
World Three). 

The alert player should suspect 
something strange in the empty 
cavern, especially as it contains 
the only double-blank domino in 
the entire section. There's a secret 
exit in the blank domino which 
takes you Lo Bonus World Three, 
The advanced player should 
notice an extra room above the 
cards towards the end of this 
section. This is a little tricky to 
enter and contains only bonuses, 
a secret exit (to Bonus World 
Three) and a head-block that 
contains an aeroplane. 

BONUS WORLD 

THREE 

Exits: World Three 

A mini-maze containing only a 

few domino spots and a number 

of invisible walls. 

World Three 

Theme: Chess and Draughts 

Exits: World Four 

Nothing special about this 

section, just chat it's pretty tricky. 

World t our 

Theme; Snakes And Ladders 

Exits; World Five 

Again, nothing special. There are 

no bonuses or hidden tricks. 

World Five 
Theme: Dice and Chips 
Exits: Ek:-n^ \\ orld J our and 
Tower Screen 

Go past the exit pole at the right 


hand end of the map and off the 
end of the map to Bonus World 
Four. 

BONUS WORLD 
FOUR 

Exits; Tower Screen 
Nothing special. 

THE ARTS LEVEL 

World One 
Theme- Hi-Fi 
Exits: World Two 
The simple route is straight along 
the bottom, left to light. Bonuses 
can be seen above, especially at 
the right hand end. The best way 
to get these is to take the moving 
platforms upwards and to the left, 
where a set of wings can be 
found. There is also a plane 
head-bloek which can only be 
aeees.sed using wings. 

World Two 
Theme: Paint 

Exits: Bonus World One and 
World Three 

The semi-observant player will 
notice a tunnel to the right of the 
exit. This leads to Bonus World 
One. Most players will also notice 
a hidden room just to the right of 
the first moving platform - most 
will also blunder into it. A good 
p!ayer will notice that there is a 
bonus to the right of the birds - 
take them on, collect the bonus 
and blunder on through the ri^ht 
hand side of the eavem, into a 
secret tunnel collecting loads of 
bonuses and exiting to a Bonus 
World One. 

BONUS WORLD 
ONE 

Exits: World Three 
The exit pole is available 
immediately on entry to this 
section. This pole will bring you 
back to this section. If the player 
travels to the right, into the room 
above to collect the bonuses, the 
real exit pole is then;. You may 
collect all thu bonuses, then avoid 
the exit pole and travel back to 
the first one again lo play this 
section over and over, collecting 
even more points. By the time you 
reach this world, you may be 
getting hungry so there's plenty of 
food in here. 

World Three 

Theme: Musical Notation 

Fx its: World Four 

Fairly difficult but there are no 

surprises. Remember to fill up 
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with batteries at the half way 
point 

World Four 

Theme; Paper/Writing Materials 

Exits: World Five 

There's a hallow suck of papers 

about half- way along this world. 

Jump on each ream until the gap 

is found to collect a few bonus 

points. 

World Five 
Theme; Drawing Materials 
HxiLs: World Six 
'['has is an unusual section, From 
Lhc starting point there appears to 
be nowhere to go. Kour penguins 
can be seen from the 
cross-shaped tunnel, each of 
which is in its own room. I he 
entrances to the bottom left and 
the top right rooms are easily 
found. The entrance to the bottom 
right room is at the bottom right 
corner of the bottom left room. 
The entrance to the top left room 
is at the top left of the top right 
room (got all that?}. 

World Six 
Theme: Paint 

Exits: Bonus World Two and 
World Seven 

This section scrolls constantly. At 
the end of the world is the normal 
exit to World Seven, There are 
also three opportunities to jump 
into bonus exits. You're likely to 
tind them difficult to reach, 
especially if you've been tempted 
by the big bonuses. Each of these 
exits will take you to Bonus World 


Two. 

BONUS WORLD 
TWO 

Exits; World Seven 

Nice and easy. Top up your 

batteries, lives and points. 

World Seven 

Theme: Music Room 

Exits: World Eight 

This is a straightforward section, 

although there are a couple of 

tricky bits to watch for 

World Eight 

Theme; The Brass And Guitar 

Section 

Exits: Bonus World Three and 
Tower Screen 

A little mazy, this one. There's a 
secret exit in the mouth of the 
tuba just above the start point 
(leading you to Bonus World 
Three). You'll re-enter here when 
you're finished there. 

This whole World can be a little 
tricky to find your way out of 
Walk right from the starting pointy 
extend upwards then drop onto 
the brass mouthpiece which will 
break off and carry you into the 
guitar room. Jump around in the 
pleetrums to reach the top blue 
one. This will move in the 
direction you nudge the joystick . 
Go over to the left and jump into 
the top gap in the brass pipes. 
Then go Left and down. 

BONUS WORLD THREE 
Exits: World Eight 
Nothing special at all 


CHEAT MODES 

THERE ARETHREE different cheat modes in RoboCod (one of 
which was featured in last month's issue, but never mind). 
Whenever you see groups of different bonuses lying in close 
proximity to each other, don't just run blindly into them. Stop and 
take a look at what they are. If you can take the initial letter from 
each of them and re-arrange them to spell a word, chances are 
it's a bonus. 

The three words that you can spell are CHEAT. LIVES and 

POW r ER. Sample bonuses could be: 

Cake s Hammer, Earth, Apple and Tap - CHEAT 

Lips, Ice cream, Violin, Earth and Snowman - LIVES 

Penguin, Oil, W r ine, Earth and Racquet - POWER 

Remember, look before you leap. There are also two hidden 
worlds behind the main tower, another Sweets level (including a 
Liquorice Alisons World, the infamous Bouncing Jelly World, 
another Cake World and an upside down Jelly World) and an 
extra scrolling section. To reach them, run along the ground floor 
- avoiding the doors - then go up and over the first flight of 
stairs. From the bottom of the second (smaller) tower, make your 
way up to the landing above Dr. Maybe's final door and run left 
into the wall You'll disappear behind the screen and arrive in the 
Secret Tower room. 
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With the Pacific Islands campaign just around the corner, it's time 
far all af you still stuck in Germany to catch up* Game Designer 
David Pringle offers some useful strategies for World War III* 
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PLAYERS 

GUIDE 


I \_g- J _l 


General Considerations 


You're in control of bur tank units simultaneously: two of the units have four Ml Abrams tanks, one has two Ml Abrams and two rTVs and the last 
unit has two M2 Bradley s and two Ml 13 Armoured Personnel Carriers. Ifs really important to know the distinction between the capabilities of 
these vehicles if you're going to succeed in the game. 

Ml Abrams tanks are heavily armoured and in anv situation where you're going to be moving in the open ifs best to try and use the units with 
just Ml 's up front. Ml r s can cany two types oF missile - HEAT and SABOT - and you'll find that the range and explosive power of the SABOT 
means these should normally be used. All af the other vehicles cony TOW missiles and that' s where their attraction lies. The TOW missile has the 
longest range (about 4km) and highest explosive power. On the down side, the armour af the vehicles carrying TOW missiles is much thinner than 
on the Ml, so if you're spotted by enemy units within their range, you'll be in trouble. In general, Units 1 and 4 (theories with TOW carriers) 
should be kepr back for long -range action. 

There is a training scenario in Team Yankee and most players find that a serious effort to master mis helps enormously. Not only will you get a _ 
good idea of the destructive power and range of all tfie weapons, but you'll learn how to control four separate tank units simultaneously. At First ifs 
Jaunting, but with half an hour's practice, most people become rather proficient tank commanders. One of the most important lessons to learn is 
how to visually differentiate between American and Soviet tanks. If you don't learn that, you'll end up destroying your own units, which is hardly a 
recipe for success. 


General Tips 

l 

2 
3 


Soviet units either have poor or no thermal imaging capability. So. if yoj seep the engine smoke on your units turned on most of the time, 
the/ II find it much harder to destroy any of your tanks in one missile salvo. Without the use of engine smoke some of the battles will be very 
hard to win. 

If yau use your infra-red imaging most of the time, the game will be easier to play. Firstly, with your engine smoke on, you'll often find that 
your normal view will be obscured by clouds of smoke and this is hardly helpful. Secondly, there are many trees and forests m the battle 
areas and most Soviet tanks tend to be well camouflaged against the tree line- Infra-red is essential for spotting these enemy units. 

Since tfie Soviets have poor thermal imaging capacity it also means that if you use the tree line of forests to position your units, theyl have 
great difficulty seeing you. You'll find the forests on the battle maps extend abour 100m further than the forests on the 3D display oF the 
battlefield. If you position your units just inside the forests as they appear on the map display, youll be able to see out into the battlefield and 
tfie enemy will still have great difficulty in locating you. However, when you fire a missile, they will be able to spot you for a period of time, even if 
you have tree line protection. 

4 There is a laser ranging device which you can turn on and this can help enormously in ensuring that yau don't waste ordnance. It makes the 
shooting of tanks that are a long way off a lot easier as well. In some of the later battles youll find that, if you waste a lot of missiles, you 
'may well run out of ammunition altogether. Basically, you've got to try and make every missile count. Finally, remember that each missile has 
a different ond finite range - for instance, there's no pint in trying to shoot a tank 4km away with a HEAT or SABOT missile. Only a TOW will 
do. 


THE SCENARIOS 

There are five major tank battles. You start to play them consecutively at the lowest rank (Private, First Class). If you succeed in oil five then you 
get a promotion and must play them again at a higher rank. You keep on doing this until you reach tfie rank oF Captain. This means that youll 
have to play each battle five limes until you win the full game. The difference between playing a battle at different ranks is that the Sonets become 
more intelligent, stronger and generally more difficult to beat. While the battles aren't too difficult to win at the lowest rank, even the most 
eKperienced players will find the highest rank battles a severe test. 

Ifyou can get hold of the book Team Yankee, on which this game is based, you may well find the game easier to ploy. 
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FIRST BATTLE 
Aim: 

The main assault From the Soviets will involve 
many units pouring through the gap in the 
forests at point X r on the other side of the bottle 
area from where your units are located at the 
start. All of these units will assemble in Hie forest 
to the east of the village and then they will 
attempt a mass breakout on the rood to the 
west You HAVE to stop Hi is breakout. 

Strategy: 

If you wait until the Soviets have assembled and 
have started pouring out through the village, 
tfien they will be very d ifficult 1 to stop. So take 
one of your Ml Abrams units (Unit 2 or 3) and 
quickly take up a position on the tree line of the 
forest oy the village (position A). Move your 
other units back to the tree line (position B and C| 
and have some TOW missiles trained on the gap 
at X. When the units come within range, you 
should be able to pick them off fairly easily, By 
the time that Unit 2 (in position A) comes under 
heavy f ire, then the worst of the Soviet attack 
should be over. 

Any units whfch da make it through the village 
should be fofrly easy to pick off. Remember mat 
Soviet tank strategy isn't very subtle. Orders 
issued before the engagement have to be 
followed,, with little roam for personal initiative. 
When the fighting gets to fairly close range I less 
than 1 . 5km], try not to use units with TOW 
missile carriers, because these could easily be 
destroyed, 

At lower ranks, whatever damage is done to 
your units is automatically repaired between 
battles and all of your missiles are replaced. 
Later on, less and less repair and replenishment 
is done for you, so you'll have to fight more and 
more cautiously. 

Higher Ranks: 

In the First Battle scenario, as the rank increases 
you will find more and more Soviet vehicles 
coming through. There will also be random 
attacks from both the north (from Z) and the 
south (from Y], It is then best to move your unit 
at position C slightly further south and to put an 
additional unit in the tree line to the north of 
position fl, 
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Aim: 

The biggest massed attack of Hie 
game occurs in this battle as an 
entire Soviet tank company attempts 
to farce its way th rough Lartgen to 
Korberg. You must try and stop the 
Soviets reaching Korberg from the 
west. 

Strategy; 

Since the major attack will be 
through the forest and point X, 
position your tank units in the tree 
lines at positions A, B and C with a 
TOW unit back as a last line of 
defence., just to the east of Korberg 
at D. If you engage the massed 
attack using your three forward 
units simultaneously, then you 
should be able to easily stop them 
reaching Lang en, the closer they 
get, the more damage they will 
inflict on you. However, it isn't quite 
that simple. 

Some Soviet tank units will use the 
tracks throughout the forests and 
emerge at points Y and Z. These can 
mainly be caught by destroying 
them at points Yl and Zl before 
they go into the forests. Whatever 
you ao, you are likely to find some 
tanks have reached me forest tracks 
before you destroy them and so you 
will have to wait patiently to see 
where they emerge from (their 
routes through the forest ore often 
rather random]. You'll have 35 
minutes of waiting to find out 
whether you've destroyed all of 
them. 

Higher Ranks: 
At higher ranks you'll find many 
more random Soviet units using 
these tracks and they may well 
emerge from positions to the north 
arid south of Korberg, so your unit 
there will oUo have to take some 
swift action if Korberg is to remain 
under Allied control, 
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Aim: 

This is an offensive battle where you must 
attempt to take hold of positions which 
are held by Soviet forces. The aim is to 
destroy units at the centre of the forest 
known as Objective Link. 

Strategy: 

The first thing to do is destroy units which 
are In the tree line of Objective Log, which 
is the forest straight ahead of you at the 
start of the scenario* If you turn on your 
infra-red straight away, you'll 
immediately see some units straight 
ahead of you (at position A]. These can be 
targeted at the outset* 

This battle can be won at all ranks by just 
using your two strongest units in the 
offensive, with your other two units kept 
in reserve and used to pick off any Soviet 
forces which come into view. You can pick 
off a few tanks in temm by placing your 
reserve units in the tree line at position B> 
There are many strategies which you can 
employ - but here's one that works. 


Take your two units north via the tree line 
of forest B. From here you will be able to 
pick off units at position Z, Now work in 
a broad sweep northwards, keeping 
reasonably far to the west, and keeping 
an eye on any units coming out of the 
forest at Objective Log. Now continue 
north wards and aim For the forest at the 
north {Objective Link] via the forest track 
at its west side {if you put your battle map 
onto high magnification then you'll see 
the track position as it emerges from the 
forest)* You will find enemy units at 
position W. 

if your attack takes a long time there 
could be quite a few extra forces called 
up, You're aiming for the centre of the 
forest so you must try to drive your tanks 
down the forest track until you meet the 
intersection of the north-south and 
east-west tracks. You'll have to make 
sure you are not using infra-red imaging 
to do this successfully. There you'll find a 
few Soviet tanks ana if you catch them 
unawares and destroy them quickly, 
you'll have won the scenario. 

Higher Ranks: 

At higher ranks you'll find that you will 
have to keep your eyes peeled rather 
more. There will be random attacks 
originating from forests to the south and 
from the village of Lemm. Here your 
reserve units will be very helpful for 
spotting and destroying these extra 
forays, 


RED DAW 


In this battle you have Id support a 
group of NATO convoy vehicles fro 
me south of the battle area up la rh 
village of Korberg in ihe norm. 


Strategy: 

The convoy will skirt to appear on your 
battle map coming up from the south 
after about ten mingles. In that time 
you will have to work quite fast. First 
of all, dispose of Soviet troops dug into 
positions A H B, C and H Take a TOW 
unit up north through the tree line to 
the east of the valley and scout for any 
enemy units lurking to the east and 
west. They will be randomly positioned 
each time you play, before the NATO 
convoy reaches the southern end of the 
mop you should have moved at least 
two or your units 0.5km or so up the 
centre of the valley, keeping on eye all 
me time on the tree lines. 

The key to winning this scenario is lo 
give genuine support to the NATO 
convoy as it progresses steadily 
northward s up to Korberg. If you stay 
in the tree line with all of your units, 
the convoy will certainly be destroyed. 
You must take your two strongest units 
and accompany the convoy up north. 
This means mat Team Yankee will 
provide the targets for the Soviet 
attacks, rather titan the convoy. 
Remember, if too many of the convoy 
are destroyed, you lose the scenario. 

Expect random attacks from the forests 
as ihe convoy passes from positions 0, 
E, F, G and I. All of these attacks will 
come from Forest tracks and so these 
will give you a good idea where to 
look for enemy activity. While Units 2 
and 3 are escorting and deflecting fire 
from the NATO units, your TOW group 
in the tree line should work steadily 
northwards to scout for any early signs 
of enemy activity. It will be particularly 
important for this group to destroy any 
Soviet forces in Korberg itself, before 
they ore able to engage the convoy. 

Higher Ranks: 

At higher ranks the random attacks will 
become more numerous and you will 
have to fend off simultaneous attacks 
with more than one unit. It should keep 
the most trigger happy tank 
commander involved for hours! 
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In this bottle you have to defend 
the forest on Hill 214 from enemy 
attack. Basically, you must stop 
the Soviets from reaching the 
centre of the forest for thirty 
minutes. 

Strategy: 

The forest on Hill 214 is 
surrounded by three other forests 
and a village to the northwest, 
which is a major staging point for 
the Soviet assault. At the start, 
your forces ore at the centre of 
the forest and they should be, 
very quickly, sent out to the tree 
line. Since you are going to have 
la cover the whole circumference 
of the forest, you should put Unit 
1 at position A, Unit 2 at position 
B r Unit 3 at position C and Unit 4 
ot position D . Use the forest tracks 
if you can, because you will be 
able to move faster and so-, 
defend the circumference of the 
forest quicker [make sure all your 
units are travelling in column as 
they'll move down me track faster 
than if they are In o line abreast). 

The first assaults ore likely to 
come from the northwest (position 
X) and along the the road from X 
to Y, so Units 2 and 3 should be 
ready to launch weapons as soon 
as they ore on the tree line. There 
will be later random attacks from 
all four positions X, Y, Z and W, 
and so after the initial assault is 
over you will have to use your 
quadrant view of the battlefield to 
keep an eye on all the potential 
attack rones. It can get very nerve 
racking waiting for these attacks 
and you need to concentrate 
pretty hard for the whole thirty 
minutes! 

Higher Ranks: 
Onnigher ranks the frequency of 
attacks increases and you'll find a 
few simultaneous attacks 
occurring from different 
directions, Do not play these if 
you have an ulcer! 
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[HELPING, 

.hands! 


STAR TIP: HERO QUEST 

Tims far a quick course in 'Adventuring Made Easy' thanks to Gareth David Roberts from 
Merseyside, 

"To obtain 5,000 gold pieces, select the Castle Of Mystery quest and try to find the mine entrance. 
Once you do, search for treasure and you'll get 5000gps. As you know, when you try to exit the 
quest the computer informs yau that it's fool's gold ana worthless. 

But if when you find the gold, yau allow yourself to be killed, when you get back to the main menu, 
you'll still have SOOOgps allowing you to buy the really expensive items from the shop. You are still 
dead though. 

To remedy this, first save your dead ridh hero to disk. Next, renew your character and select him for 
a quest (so that IN PLAY is written above his head}* Now load in your dead rkh hero and Bab's 
your game show host, you'll have an alive, rich hero, 

Now to regain all his energy, first select a team consisting of the rich hero and a wizard. Select a 
quest where the exit is in the starting room and use Hie wizard's magic lo heal the rich hero. Now 
leave the quest, save the character and you're done. 

One last thing. Put the rkh hero back into the Castle Of Mystery quest and exit straight away. This 
will allow you lo attack and defend again (when carrying the gold yau ccn'tj and will boost your 


Thanks for all the 
(urverty lips, cheats 
and pokes you've 
been sending my 
way and please, 
please continue to 
send them in as 
there will always be 
a Tips page, no 
matter who runs it, 
and a Tips page will 
always need your 
support. 

CHEATS 

MB0CQD 

During the Kile sequence, type 

THE LITTLE MERMAID and me 

border should flash green. 

Now type any of Hie 

following: 

Enter - Invincibility 

1 6 or 16 and Return - 

Unlimited Lives 

P - Plane 

F - Wings 

C-Car 

B - Bathtub 

X - Level Exit 

G ~ Level Beginning 

M - Level Select Screen (enter 

a hexadecimal number - e.g, 

00 to 09 plus OA to OF, 50 will 

take yau to the end game 

sequence) 

FiOM: MAISOfl BLANCHE, CHANNEL 
ISLANDS 

RAINBOW ISLANDS 
Type any of the following 
during the title page: 
BLRBJSBJ - Everlasting speed 

shoes 

RJSBJSBR- Infinite 
double-rainbow power 
55SLLRRS - Speeds up tiring 
rate far whole game 
LBSJRUL - Use continues on 
Robot Island and beyond 
RRLLBBJS- Turns all hidden 
bonuses into 10,000 point 
money bags 

RRRRSBSJ - Activates both of 


the above effects 
SRBJSLSB - Immediate scare of 
100,000,000 paints 
FROM: L GOWLAND, 
CLEVELAND 


While ploying, press Space to 
pause the game. Now type 
THEREAPER to activate the 
cheat mode. You already have 
unlimited lives, but press: 
Fl to F7 for different weapons 
Fl 0 to recharge a weapon 
To skip levels, press Space to 
pause again and press L 
FROM: MARtO 5LINUAND, HOLLAND 

WWF WREHiiVMHIA 
To beat your opponent and 
win the bell, simply go to the 
top left comer and get into the 
ropes. Your opponent will 
follow you so jump off the top 
rope and perform a flying 
kick. Immediately get up and 
repeat. When your opponent 
has no more energy/ fall on 
top of him and you will win, 

MANCHESTER UNITED EUROPE 
To score goals, simply run 
straight towards the 

n 'keeper's box, holding 
n the fire button. When 
you reach the semi-circle 
outside the box, release the 
fire button and immediately 
move the joystick left or right 
(depending on which way you 
ore shooting] > This will always 
work if performed properly. 


LEVEL CODES - POPULOUS II 

Just one code but a very special one, Na doubt most of you are 
stuck in 

Populous II, but one particularly skillful chap has managed to 
complete the whole filing [and I'm not talking about any of the 
auvs at Bullfrog). Simon Atkins from Shropshire is the guy and 
he s provided us with almost all of the codes . Because of space 
though, we're just going to print one: 


HELPING HANDS 


Dear Brian. 

Please, please help me with Sierra's Police Quest. I can deal with the 
disturbance at Carol's Caffeine Castle, but when I pull over the drunk 
driver, I can't arrest htm. I type Arrest and it says it is not necessary 
yet, and the same when I Iry fo handcuff him. 1 knew thar^ I have to 
arrest him, so please help me. 
Tm Mi, Newport, ftrert 

The following procedure should help you to put him behind bars: 
Walk up to the man's window and type Smell Breath, Get License, 
Get Out, Administer Field Sobriety Test, Cuff Man, No (when he asks 
you to cuff him at ihe front),, Read Rights and Arrest man. Now take 
him to jail. 

Be* Brian, 

I'm having a tittle trouble with The Secret of Monkey Island, When I 
break the prisoner out of jail , he just runs away and I can'l find 
enough money to buy a snip, I broke into the safe but it's still not 
enough. This is my First odvetihjre and I'm stuck! 
Edward Todd, Newhaven, East Sussex 

Don' - worry about the prisoner. Once you've bought a ship, he'll 
come back. To buy the ship, get the credit slip from the sale and go to 
Stan's Used Ship Emporium. Keep talking to Stan until you start to 
haggle over the large ship at the back Go through all the 'optional 
extras' and say no b all of them, Keep offering the lowest amount of 
money until he accepts. 
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The definitive complete games guide with every 
title individually reviewed & rated. 

► Mora Power packed Megadrive info than all 
other "so called" Sega Mags put together 

► Over 100 Essential games reviewed in full 
colour 

► The Latest MegaCD Rom news revealed 

► Exclusive hot news in Britains 1 first Megadrive 
only Monthly Mag! 

Every thing you wanted to know about the 
Megadrive PLUS superb playing guides to the 
greatest Megadrive games. 

ALL THIS AND MORE IN THE 
COMPLETE GUIDE TO MEGADRIVE 
AT ONLY £195! 

Available in all good Newsagents now!! 

But if you live near bad newsagents, you can order one 
direct from us by filling out the coupon below and 
sending it tot Complete guide to Megadrive, 
Priory Court, 30-39 Farringdon Lane, London, 
EC 13 ALL 

r ■ 

OOOH! QUICK! Send me a copy of the complete guide 
to MEGADRIVE because I'm really desperate! I enclose a 
cheque/postal order for £3*45 (£2*95 + 50 p post and 
packing) made payable to Mean Machines* Overseas 
orders send £5*00 cash (UK Sterling only) 

Name 

Address 


NOW ONLY 
AVAILABLE 

THROUGH 

MAIL ORDER 



The first comprehensive guide 
to PC Entertainment and more! 


'eview 


Offering more than entertainment, 
PC Review tackles graphics, 
sound, hardware and productivity 
based software like no other 


magazine can. 


FREE discs for you to sample the 
best in entertainment software. 

FR E E supplements covering the 
best games by genre. 

Comprehensive reviews and 
qualified information about past, 
present and future software. 

Huge Shareware section 
News section 
Buyers guide 

Packed with editorial about the 
ultimate in entertainment software. 


PC Review - available from ; 
good newsagents NOW! 


t 



Well, the Contacts 
section never did 
grow big enough to 
take over the world 
did it? Seems like 
my plaits for world 
domination will 
have to be 
scrapped now I'm 
off won't they? 
Still, I dare say the 
Contacts section 
will continue to 
thrive in my 
absence, so keep 
on sending them in 
If you want to be 
mentioned* 
Remember though, 
DON'T USE mi 
PHONE ANYMORE if 
you want to get in 
touch with a 
contact, use the 
post, ifs a lot less 
bother 



NAME; James Jagger 
ADDRESS: 44 Ryland Road, 
Welton, Lincoln, LM2 3LZ 
GAMES; APB, Awesome, Baal, 
Back To The Future 2 & 3, 
Batman The Movie, Beach Valley, 
Blues Brother*, Cadaver, Castle 
Master, thud Rock, Cruise for A 
Corpse, Double Dragon, Driller, 
Duck Tales, Dynamite Dux, Elite, 
Flood, Gods, Hunter, Ikori 
Warriors, Iron lord, James Pond, 
Kid Gloves, Klax, Lost Ninja 2, 
Lemmings, Lombard RAC Rally, 
Lotus Esprit Turbo Challenge, 
Lotus Turbo Challenge 2, Manic 
Miner, Mega lo Mania, Menace, 
Mickey Mouse, Midnight 
Resistance, Monty Python's Flying 
Circus, Ninja Spirit, Nirro, North 
and Sooth, Obitus, Pipemania, 
Police Quest, Populous, Populous 
with Data Disk Promise Lands, 
Powermonger, Prince of Persia, 
Rainbow Islands, Rick Dangerous 
1 & 2, Robocop 2, Rocket 
Ranger, Scorpion, Shadow of the 
Beos* 1 & 2, Silkworm, Sim City, 
Sim CEty Terrain Editor, 
Speedball, Speedball 2, Stuntcar 
Racer, Super Cars 1 & 2, Super 
Hang On, Superwonaer 6oy, 
Teenage Mutant Hero Turtles, 
SWIV, The Secret of Monkey 
Island, Treasure Island Dizzy, 
Turrican 1 & 2, Wings, Xenon 2. 

NAME: Paul Brown 
ADDRESS: 15 High Street, 
Claphum, Bedford, MK41 6£G 
GAMES: Alien Breed, Another 
Wodd, APB, Batde Me, Battle 
Master, Bottle Squadron, 
Barbarian 2, Bloodwych, Carrier 
Command, Chambers of Shoalin, 
Conflict Europe, Dragon's Breath, 
Dragons oF Flame, Escape From 
Colaitz, Bye oF the Beholder, 
Golden Axe, Grand Monster 
Slam, Head Over Heels, 
Hostages, Interceptor, Leisure Suit 
Larry, Lombard RAC Rally, Lost 
Patrol, Midnight Resistance, 
Midwinter 1 & 2, Mebulus, Nidro, 
North and Sourh, Operation 
Stealth, Pacmanm, Populous 1 & 
2, Robocop 1 & 2, Rocket 
Ranger, Sbrglider 2, Stunt Car 
Racer, Turrican, Untouchables, 
Warlocks Quest, Wings of Fury, 


Wrath of the Demon. 

NAME: llkka Neuvonen 
ADDRESS: VaskirinteenHe 13 B 3, 
4720O Eli mala j Finland 
GAMES: Arkanoid, A fornix, 
Batman The Movie, Bottle 
Squadron, Beach Volley, Blues 
Brothers, Chase HQ, Chuck Rock, 
DeFender Of The Crown, Dogs of 
War, Double Dragon, Dynamite 
Dux, E-Motion, Escape From The 
Planet Of The Robot Monsfers, 
Flood, Hero Quest, Indy 3 
(Adventure], James Pond, 
Lemming s., Lotus Esprit Turbo 
Challenge, Lotus Turbo Challenge 
2, Manchester United Europe, 
Maniac Mansion, Midnight 
Resistance, New Zealand Story, 
Nitro, North And South, Oops 
Up, Pacmanio, Prince of Persia, 
Rainbow Islands, Rick Dangerous, 
Rock N Roll, Secret of Monkey 
Island, Silkworm, Skidz, Space 
Ace, Speedball 2, Spherical, 
Supercars 1 & 2, Switchblade 2, 
SWIV, Toyota CelicaGT Rally, 
Turrican 1 & 2, Turtles, Where In 
The World Is Carmen Sandiego, 
ZakMcKraken. 

NAME: Russell English 
ADDRESS: Woodland House, 
Church Lane, Ringwould, Deal, 
Kent,CT14BHR. 
GAMES; Barbarian 2 [Palace), 
Barbarian 2 (Psygnosis], Beach 
Voile/, Bart VS The Space 
Mutants, Bubble Babble, Captain 
Ptanef, Chuckie Egg, licence to 
Kill, Lemmings, Lombard RAC 
Rally, Magic Pockets, Operation 
Harrier, Pac Land, Rainbow 
Isbnds, Robocop, Rick 
Dangerous, Run The Gauntlet, 
Running Man, Star Wars Trilogy, 
Twyfyte, Treasure Island Diiay, 
TMH Turtles. 

NAMf; Wayne Morris 
ADDRESS: 92 AlderueAve, 
Sharston, Wythenshawe, 
Manchester, M22 TDD 
GAMES: Dap or Thunder, K+ t 
Lemmings, Line of Fire, Lombard 
RAC Rail/, Lohjs Turbo Challenge 
2, Magic Pockets, Man Utd 
Europe, MicroProse Soccer, 
Pacland, Supercars 2. 


NAME: AshifAli 
ADDRESS: 197MorfatRoad, 
Thornton Heath, Surrey, CR7 8PZ 
GAMES: Altered Beast, Beach 
Volley, Brat, Chase HQ 2, 
Chronos Quest, Chuck Rock, 
Chuckie Egg, Continental Circus, 
Duck Tales, Dynamite Dux, Final 
Fight, Gods, Golden Axe, IK+, 
International Soccer Challenge, 
Italy 1990, Ivanhoe, James Pond, 
Kick Off, Kick Off 2, Lemmings, 
Lotus Esprit 2, Magic Pockets, 
Midnight Resistance, Narc, Nitro, 
Oops Up, Quick + Silva, 
Rainbow blonds, Rick Dangerous 
1 & 2, Robocop 2, Roger Rabbit, 
R-Tvpe 2, Silkworm, Speedball 2, 
Spy Who Loved Me, SWIV, Toki, 
Turrican, Turrican 2, Wild Streets, 
Wings OF Fury, 

NAME: Mandeep Singhrao 
ADDRESS: 105 Park Avenue, 
Southall, Middlesex, UB1 3AJ 
GAMES: After The War, 
Afterburner, Altered Beast, Battle 
Squadron, Budokan, Beach 
Buggy, Beach Volley, Chuckie 
Egg 1 , Chaw; HQ 1 & 2, Double 
Dragon ) , 2 & 3, Dynamite Dux, 
ESWAT,F-1 8 Interceptor, Final 
Fighf, Find &law, Final Whistle, 
Gods, Golden Axe, Hunter, Hard 
Driving Hybris, Indiana Jones and 
the Last Crusade, Ifcari Warriors, 
IK+, Indy 500, James Pond, Kick 
Off 1 & 2, The Killing Game 
Show, The Killing Cloud, 
lemmings, Midnight' Resistance 
Magic Pockets, Navy Seals, Narc, 
Nitro, Ninja Remix, Oops Up, 
Outrun, Outrun Europa, 
Pitfighter, Pang, Predator 2, 
Panza Kick Boxing, Prehistorik, 
Rick Dangerous 1 & 2, Rod land, 
R-Type, Robocop 1 & 2, Rolling 
Ronny, Road Blasters, ST Dragon, 
Streetfighter, Switchblade 2, 
SWIV, Silkworm, Speedball 1 & 
2, Stunt Cor Racer, Super Hang 
On, Shadow Dancer, Shinobi, 
Turrican, T-Bird, Terminator 2, 
Test Drive I & 7, Thunderhawk, 
Toki, Untouchables, Vigilante, 
WWF Wrestfemania, Wander 
Boy in Monster land, Xenon II, X- 
Out, Z-Out, Zork, Zone Warrior. 


THE END 

For me at ony rate. Well, ifs finally over. Ol' Bri is off into the sunset never to return (well, maybe 
one day]. Once ogain, thanks to everyone who's contributed to this section, especially Mr, Geoff 
Fowler whose marvellous illustrations have graced these pages month after month and have helped 
to convey mare information man a thousand words ever could. Thanks olso to Heather and Gordon 
whose many tireless hours ol patience were greoNy appreciated. Well time and space ere up. Ifs just 
left to say, For the last time, see va! 


NEXT MONTH IN 



BRITAIN'S 

IGGEST & BE! 


GAMES 
MAG 





The thing they're already calling "The Next Issue" is taking shape and, 
by Jupiter, it's a stunner! If you haven't already read about the thrilling 
changes planned for the magazine as a whole, we suggest you flick 
back to page 1 8 and feast your eyes. If you have, all that remains is for 
us to tempt you with the features we've got planned... 


THE MAGNIFICENT SEVEN 

Seven top games designers. One Pub. One 
tape recorder. 

THE ULTIMATE AMIGA 
GAMES- STATION 

Think your games set-up is the last word? 
Think again. Use our definitive guide and step 
into the 90's, guy! 



f ncorporat i "^ft^Q j 5^ 

New Look, New Team, 
New Levels of Excitement! 

On Sale 

21 April 


THE AMIGA'S 1 0 
MOST WANTED 

A rogues' gallery of ten of the toughest, low- 
down, dirty, scum-sucking sprites ever seen 
on the Amiga and how to kill 'em! 

REVIEWS: 

Indiana Jones 4 
Jaguar XJ220 
Guy Spy 
Wizkid 

The Addams Family 
Hook 

Eye of the Beholder 2 
...and many more! 

PLUS! 

Finally! Yes. The time of waiting is over. For 
this is the month thaf the WWF Wrestlefest 
Coin-op Competition takes place! 

PLUS! 

HUMANS! - A Lemmings-beater from new 
firm Mirage? 



GREAT VALLEY PRODUCTS INC 

QUALITY AMIGA PERIPHERALS 
WITH Z YEAR WARRRANTY 

Silica Systems are pleased to present ihe GVP 
range ot peripherals tor the Amiga, GVP are 
the world's largest third party manufacturer 
of peripherals for the Amiga and have a 
reputation for high specification, quality pro- 
ducts- Trie company was founded only three 
years ago by a mart who understands the 
Amiga - Commodore's ex-Vice President of 
Technology. He, along with a team of Amiga 
experts including other ex-Commodore staff, 
can claim to understand Ihe add-on require- 
ments of Amiga owners better than anyone. 
Mot only do GVP provide the peripherals that 
Amiga owners want, they also otter peace of 
mind, wrth a 2 year warranty on their products. 
So, if you are looking for the very best in 
Amiga peripherals, look no further than 6VR 

SOUND SAMPLER 

Thi& *s a compile low-cosl sound and 
music solution for Ihe semi- 
prolessional and the audio hobbyist. 
The syslerr consists of a small, high 
quality il-bil slrirec $*xrid sampler lhal 
COnneclS'n Lo the parallel part on any 
Amiga 500, 1600, £000 or 3000 Conn- 
Dined witn one of ihe iast*sl, rrtosL 
powertvl and easy-to-use sound and 
music editing programs available. 

Any RGA-typa audio source can rj« 
connected to rhe sampler, giving you 
a Masi array o1 enacts sucit as. 1il1er. 
reverb, echo, Fade in/Din, etc Supports 
MIDI instruments and : ■ :.w-. 
songs in murliple iik> lormsrts including 
Sound Traitor. 

• D M Stereo Sampler 

• Plugs mtc paraHet eotf 

• Extensive etitfwa features 

• Hipnft?; iwrVi ad Am\gas 


52Mb HARD I IVE 





FOR THE 

AMIGA 

SOO 



ItiC vat Fa! muS 


52Mb HARD DISK DRIVE 

New s1ato-o1-thc-art 1* internal Quanlum liard disk drive. 

» LIGHTNING QUICK t1m$ ACCESS 

A i.tOOK per second transFer rate makes This the fastesi 
hard driu$ available lor the Amiga. 

3 LEADING EDGE TECHNOLOGY 

Htp-tflCh custom VLSI and Faaasl ROM chips. 

8Mb RAM SOCKETS - UNPOPULATED 

inside every unit there are sockets to expand the Amiga's RAM by 9Mb 

USES EASY-TO-FIT Mb/4Mb SIMMs 

To upgrade Ihe memory of your GVP HDB+ tip to 4Mb, plfjasfc quote 
order ret; MEM 3639 at £49.95 p&r megabyte. Alternatively, to upgrade 
your HD4H- to 5Mb. please order 2 MEM 3844 at ET99.95 per 4Mb SIMM. 

• CUT-OFF SWITCH FOR GAMES 

Trie GVP HD8+ features a unique switch to 'cut orr the hard 
disk lor games thai won't work wrth a hard disk Most other 
drives require unbolting from ihe Amiga- 

• WNtSLOT 1 EXPANSION 

This slot has been built-in lo alow future expansions to be 
made without using risky "Pass-through" techniques. 

• EXTERNAL SCSI PORT 

Ybu can add up to 6 external SCSI devices, eg CO-ROM. 
tape streamers, additional hard drives, scanners, etc. 

• STYLE CO-ORDINATED 

The GVP HDB4 is perfectly matched in colour and 
style to Ihe Amiga 500. 

• DEDICATED PSU + FAN 

Following Cwnrnodnre's recommendations for Amiga 
peripherals, Ihe GVP HDB+- is supplied with its own 
external power supply and cooling tan. 

FREE 2 YEAR WARRANTY 



WHAT THE PRESS SAY 

•Superb bulid, excellent aa&ttolins ?nd Winding speed make this ths 

ibes-j Asoo hatd drive..: - aiwga. shopper 

'GVP claims: this is the fastest hard drive {ft the world amf none ot OPT 

issis. cwltf prpve that wrong:' ■ amiga shopper 

'Overatl; Untouchable THE choice.' . ami&a shopper 

'Slid the best hard drive .... 92%' - amiga format 

'The fastest hard drive we've had the pleasure 

Ot USiftQ.' - COMPUTING 


GVP HD8+ 52Mb HARD DRIVE 



INCLUDING VAT 4 DELIVtHY rrjl HAR 0Q&2 

£599 WITH 105Mb HARD DISK - ref: HAR 0905 


AMIGA 1500 + 2000 + 3000 PRODUCTS 



22MHz ACCELERATOR 

• 22MHz 88030 CPU 

• 68882 22MHz maths co-proc 
■ m 32-bit RAM installed 

• Expands to 13Mb 32-biI RAM 

• 32-bit SCSI controller on board 

The b* tosI. quBlrfr 68030 HC«*r&tar, 
*BrrKFy upgrade, SCSI rintirA Interlace 
sn d dSB6S -*othy rcprrxesaw beard cttnn 
pvHc hdQdUCUViK) Iowa* upiiiades 
fct Hid Amiga. II s supply mt\h 1Mb 3?-b r . 
RAM, and can te upgraded In. IHMb 32-&t 
RAM. RuM JpprOii matey 7 limrs fastor 
1h#r a UprKlBJT) Amiga 15W!i'«)». 


£599 


Odtr finl- 
UPG 19Z? 



33MHz ACCELERATOR 

* 33MHz 68030 CPU 

* 68392 33MHt mtfhs co-pwc 

* 4f,tty 12-b\! HAM instiled 

« fafMOdfr /o J» ^-ttf fl^rW 

* 32-D/t SCSI controller on board 

This las: 6913d ancdA'nlnr. mfupivy 
jiHiifJtf and SCSI devic? irteffcicn heard 
•la: vers wncoitnron^aina 4pecd and par 
^n-mancc wtvtul a hirjh fi'ica l| can rake 
1BMb RAM and a a.pp inn Mtlh 
3?-ni1 RAM insr^lad alanrj wih a 688a? 
malhs rxK>TJW95<jr P(<r4^)p«B 1*5»rmH 
balar lhan a slardinl A Tuns 'KKJi'JOO 1 ! 


£1299 


O'drr Rel. 

u r 'G naa 



50MHz ACCELERATOR 

* 5Q1Wiz 68030 CPU 

* 66S02 50MHz maths co-prac 

* 4Mb 32<bil RAM inslatl&f 

* Expands to 32Mb 32-bii HAM 

* 32-bit AT bard drm controller 

TTH FASTEST hc Dtt ai a kr can! and rr n m n*y 
iirjrjr«d« ir^llabla ' <,<<■ GVP FaaJurintj a 
&933d CPU ri.r - - 3 at SOMHi. on -card 
■TOmaiy rupsnsco Id 32Mh d 3? nrt RAM 
an IDE here diah. inlartoct all on 
of»ram Makes jTHirAmnjBfun approK t3 
timas •aster Ih-jn a standard flirijj 
HOOlvlOOD 

I M - Order Pal. 


£1799 



IMPACT H HCB 

• Witia range of drive sizes 

• 52Mg and 105Mb Options 

• On-cartf 8Mb memory sockets 

• Uses easy to install SIMMs 

• Supports virtoaily any SCSI device 
This is me uovvaienl Ihe HOB+ hard 
d-iw, but tar Itiu Amga l$iQ0 gnrt JOOfj 
ivcdela. It features Ihe lame jnmalchBd 
**eiiii*j. and peiformanca g^in^ unrrnall 
ed power. Vtth Cnjf ? mnwallHi cualOTi- 
Chip assign, <Mih- and uuf handy inniaJIrj. 
boo and isllwn's Ihe HCB iB botfi poMr> 
rut and nrpe In it* 

E29i «: um 52Mb HAR 1352 
£499 pcw KKMC * HAR U05 



150Mb STREAMER 

* Cl«r fiWb ptfr" ffrrVlvW iwrt-rjirj 

* iric ew j s fiipffSf-on* software 

* /Wrwrnts ^ rflt? rfrtw bay 

* Optional external casing 

* focfotfM J flCrW curJfidQe 

This hirah parianrianci mfdaj t^k-up- l&p4 
firHmM dflvkarlcr lr»Ari^a, ua»s nl^try 
dgndard I50«b DC1S5 uanridcH. Wrtti 
backup spMds in ftems cf BMb> par 
minata, int WP WTiso i& a rail artj tM- 

•>?•:► method Id offer ptan c4 t, 
fcri*nouiaWf» Tha WT1SO tap* Mraamer 
JBqLir** SCSI inbfrtapo weh » Impaci II. 


£749 


Order Hal. 

har iris 



IMPACT VISIOH 24 

• 768 x 500 PAL nsoHftiott 

• Supports composite vnm. 
S-VHS and RGB signals 

• Broadcast Quality genlock 

• Range ot software supplied 

Trie hr lh» wry Mut 24-bt Pra4*$at<)nal 
V)rj«0 WapKf. h IfJfu-aa J6 irrllion cutours 
on umn al orca. t5v*t-i.1 rjinlrttk. nirtnr 
Iram* tiurfar. tram* £racw and r>fl>lal 
HAVsf. Sjdpliad arilh Caligari 30 rriadaUrg 
«nn rnnOvnng Euyrwa<4. Sola IV24 ndra Irrl 
ing softwan, plua Macro Psim !*-Wl paint 
r>avek*ga. 


£1799 


Oncer rm 

vn raj*. 


SILICA SYSTEMS OFFER YOU 


• FHEE OVERNtGHT DEUVERY? Dn all h&rrjware onders snipped in th& UK mainland. 

• TECHNICAL SOPP0fTT HELPLINE: Tflam nf laphniral rape-rts 11 yflur sefVlce. 

• PRICE MATCH: We normalry matcli competitors 0*1 a '-Same product - Same price ' tWSiS 

• E8TABU5HED 12 YEARS: Praren iTack record in professional computer sales. 

• business + education + government Voiunw fliiKhjnts gvailalWe tor laroe orders. 

• SHOWROOMS: Demanslration and tramlnfj Taciliiies. art our London & Sidcup branches 

• THE FULL STOCK RANGE: All Df your requirements from one supplier. 

• FREE CATALOGUES; Will be mailed lo you with alters and soUwacei'peripheru! delai-'s. 

• PAYMENT: By cash, cheque, all major credit cards, or sxiended paymem plan. 

finfrirrr yTju decide when 1o buy y&j- new Amign pr^xjwts. we suggesl yau think vwy cflrerully abnut 
WHERE you buy llve-rn. Cgn^rder yrhaji ii will t» lika a raw months aNsr ynu hgvrj made your purc*ia&e. 
whin ypu may require additional paripDeralii or Knhwvnre, or help and advice. And, will the company 
you buy iro<n ranlaci yom wiih details o* new products? At Silica Systems wrj onsurn- that, you will have 
not hmg ip worry aboul We lava been e^ablisl- iM: Inr r^nr i£ years- and , w1h our unrivalled ejtparience' 
and ewertise. we L-a i now diirm to meel our cuBtomera reqturemanls wiih an und^tr^landing which 
is secgnd none. 6ut don't just lake our wdrd lor it. Cnmplcv? and relurn ;he coupon now tor our laiesl 
Free hlereiure and i*Kjin in enpe-rienw ihe "Silica Systerr.fi Service". 


MAIL ORDER: 1-4 The Mews, Huherley RrJ r &.rJctip. Kent, 

Qwtflf UnW-Opwc Mon-fM mQam-feO Opm Nr> LaA* h iyn Qpanlng 

LOMDOM SHOP: 

Opening lnurs: 


UAU AUX Til: OfT-MM 111l\ 
Fat t+i ■»:* 

Tel 


LOhiDOH SWOP: 

SIDCUP SHOP: 

Qp**^iS Maura: 


51 ToHenltam Court Roan, London, W1P QBA 111: 071-5M 4000 

Won. Sal aaOam-fcCO pm No Ur* Ni aH Otmninrj Fat Hp; cm-3£S*?3f 

SelllKtfl«S (m Ftair). Dxiord Street. LwdOfl, W1A 1AB W: D71-SM 1234 


Mon-Sal 9 3Dam C-jCCp-n 


i Nlg^<- Thirdajf unbl *pm 


Extaralrm 3St4 


1 4 The Mews, HaJherlsy Rd, SicJcup, Kent, OA14 4TJX IfeL 011-302 0111 

Uon-Sal BDOam EJOp-n Lm Niflhc Fr^ay u mil Tpf Fao t*x Cei-3«DIM7 


To: Silica Systems, Depf ONEAM-1291-68, MTit M«ws, Halhefley Rd, SWcupt Kent, DAM 4DX 


fl^k MAIL ORDER HOT LI ME 

iV 081-309 1111 


SILICA 
SYSTEMS 


S3 


PLEASE SENP ME GVP COLOUR LITERATURE 


MrrMrsrrVta: Initials; Sumqme: 

Address: 


I 

ZZIIZII 

^^hicn c6rftpubBr(s|i, i1 any, dp -you crwn? ,,„ „ ,,—,,,„,,,„, ^ffljf 


Postcpoe: . 

Tel (Homed 1 : T«i (wxk): 

Company Nam* (ii applicable)- 


Advertisement 



The Most Explosive 
Arcade Machine 
you've ever seen!! 


The prize is worth a co 

£4000! 




1 01 990 NOW! 



WHEN YOU HAVE TO SHELL OUT AROUND £30 A GAME FOR YOUR 
MEGADRIVE WHAT BETTER PRIZE TO WIN THAN 25 OF THE BEST 
GAMES AROUND! PLUS WE'LL THROW IN A CONSOLE TOO!! 


0891 101994 NOW! 


Calls cost 36p (cheap rate) and 4Sp {at all other times) per minute inc I VAT. The lines are unofficial and have no connection with th 
featured artists or their business organisation. Competitions close on April 30th 1992. Maximum length of call is approximately 5 

minutes which will cost £1.80 at cheap rate. Matrix Solutions Ltd. Bristol, BS1 3RH 


